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VAUDEVILLE REVISITED 




At the risk of sounding like a 2nd rate 
burlesque comic, this time around we've got 
both good news and bad news. The good news is 
that you can stop worrying — we didn't forget to 
insert your VICTORY IN THE PACIFIC mapsheet 
and counters in this issue. The bad news is that 
there isn't any insert! I'm afraid we've reneged 
on our pledge of 4 months ago to bring you 
VICTORY IN THE PACIFIC as a WAR AT SEA 
game variant in the July issue. After con- 
siderable thought and much work, we decided 
the best course was to issue VICTORY IN THE 
PACIFIC as its own separate game. This decision 
came about because VITP became far more than 
a game variant— it required a 22" x 28" map, 
several hundred two-sided counters, and a 
game system which evolved into something only 
faintly resembling WAS This hardly left it in the 
"variant 1 ' classification. We are determined not 
to add to the game glut with a game in every 
issue and therefore Steered away from inferior 
production of what is, for all intents & purposes, 
a brand new game. The GENERAL'S primary 
purpose is to analyze games— not publish them. 
And besides, VITP turned out to be too damn 
good to use in a magazine format where it would 
have suffered from inferior paper maps and 
counters. The game itself has evolved into such 
a sophisticated and fine tuned effort that it is 
almost difficult to remember that it sprang from 
WAS. The basic simplicity and playabiltyof WAS 
remains, but VITP is a far better simulation — 
albeit a longer one. VITP is advertized elsewhere 
in this issue and once you've given it a try, you'll 
be glad we hit you up for S9.00 rather than a free 
paper variant that would have been ravaged in a 
couple of plays. If the reception the game 
received at ORIGINS 77 is any indication, you'll 
be playing this one many times. 

So much for the perhaps bad news. The real 
good news is that from now on you can expect 
the GENERAL to arrive in four color splendor 
with separate inserts for the previous tear away 
departments such as counters, RBG, Opponents 
Wanted and contest forms. No more defacing 
your magazine to take advantage of any 
magazine feature. With this change, we become 
a true 36 pp. magazine at last, and end our most 
consistent complaint from you . . . the reader- 
ship It just goes to show— if you complain long 
enough, eventually you'll get action. 

ORIGINS 77 

ORIGINS III in NYC was another in the series 
of outstanding milestone successes for the 
hobby. The con drew 2,200 to the Big Apple to 
enjoy yet another well run national showpiece 
for the wargaming fraternity. Over 50 tour- 
naments and seminars as well as 30 exhibitors 
were on hand to entertain the hobby faithful. 
The Charles Roberts Awards were once again 
decided by convention attendees' votes and saw 
Avaion Hill walk off with two of the five 

honors in the form of Tom Shaw's election to the 
Hall of Fame where he joins Don Turnbuli and 
James Dunnigan as inductees. THE RUSSIAN 
CAMPAIGN was Best Strategic Game of the 
Year to round out the AH awards S.P.I, likewise 
took home two Charlies for Best Tactical Game 
(TERRIBLE SWIFT SWORD) and Best Magazine 



(S & ryforthethirdstraightyear. GDW broke into 
the winner's circle with a Charlie for Best 
Graphics (A VALANCHE). The Awards Ceremony 
was followed by a spirited auction which saw 
Richard Berg extracting heretofore unseen 
sums for used games— both collectors' items 
and still available games. Among the bids: $9.00 
for a used KINGMAKER, S6.00 for AFRIKA 
KORPS, S1 5.00 for an autographed copy of the 
original Charles Roberts TACTICS rules, and 
$60.00 for the inevitable prized copy of 
TRAFALGAR, 

The Avaion Hill booth did a booming 
business — beating our ORIGINS II sales by a 
considerable margin. VICTORY IN THE PACIFIC 
got off to a slow start due to the lack of pre-con 
publicity, but sales picked up briskly on Saturday 
and Sunday after gamers spotted the easy to 
learn game in play all over the student union. 
But the real surprise of the convention for us 
was the acceptance of RAIL BARON— alias 
BOXCARS. A few were sold Friday and played 
that evening Word spread fast and by Sunday 
we had sold out of a non-wargame at a wargame 
convention! Believe us, if you're at all inclined to 
take our advertising seriously, give RAIL BARON 
a try. We heard nary a discouraging word re: this 
title and doubtless sold more of it than the 
majority of the exhibitors sold of their respective 
wargames. SQUAD LEADER led our sales 
parade, followed by GETTYSBURG, VITP, RAIL 
BARON, CAESAR-ALESIA, SPEED CIRCUIT, 
ARAB ISRAELI WARS. THE RUSSIAN CAM- 
PAIGN, and KINGMA KER. A SSA UL T ON CRE TE 
was highly sought after, but wasn't ready and 
will not be released until the fall when it will join 
SQUAD LEADER in the MAILORDER ONLY line. 
Detailed information on the new releases is 
available elsewhere in this issue. 

ORIGINS itself also took several giant strides 
toward growing up when the 9 largest exhibitors 
agreed to unite to incorporate the ORIGINS 
name, and form a steering committee to decide 
the site of future cons. Detroit won the bid for 
ORIGINS IV in a close vote over a Chicago 
company. The actual host for ORIGINS 78 will be 
the Detroit Metro Gamers' Association who will 
be bonded to the ORIGINS committee to 
guarantee their performance. The actual date 
and time for next year's National convention has 
been tentatively set for July 14-16 at the 
University of Michigan in Ann Arbor. The Detroit 
group has successfully sponsored a number of 
smaller regional cons in the past and should do a 
fine job. We hope to see many Midwest gamers 
next year who couldn't make it to the East Coast 
cons. 

WHAT'S COOKING? 

We didn't blow our whole wad at ORIGINS— 
we have plans for several more new games 
before the year is out. 

Expansion kits for SQUAD LEADER are 
already in the works. By spring we hope to have 
a revised 2nd edition rulebook available to 
correct any glicnes which may have crept into 
the first edition. In particular we discovered that 
the red "plate" printed off center in a few 

Continued on Pr. 32. Col. I 
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PLAYING YOUR HAND 



IN KINGMAKER 



By Richard Berg 



"THE PLAY'S THE THING WHEREIN TO CATCH THE KING' 



// A ndrew McNeil as the designer is the father of 
KING MA KER. Richard Berg is no less than its 
American Godfather. It was Richard who dis- 
covered the English sensation and arranged its first 
sale on these shores by encouraging SP/'s importing 
of the Philmar. Ltd, English edition. Just as 
importantly, it was Richard's glowing reviews in 
numerous hobby journals that won the game its' 
initial American audience. Berg can lay claim to 
more than fust converting fellow Yanks to the 
novelties of KINGMAKER however. He's never 
been bested in a game yet and considering his 
fondness for treachery and the fact thai 
KINGMAKER IS a multi-player game where the 
losers can gang up on the seeming leader that's a 
considerable boast. Maybe that's why it's so hard to 
get him into a game these days . . . why risk such a 
record once the word is out on you. 



Of the 300 or so historical simulations that have 
appeared in the last decade undoubtedly one of the 
most unusual is KINGMAKER, Andrew MacNeil's 
politically-oriented game on the Wars of the Roses. 
It never ceases to amaze me thai a game which 
covers so esoteric a period in history (at least for 
Americans) as the baronial conflicts in the English 
15th century has caught on with such rapid facility. 

The reasons for this are interesting because they 
cast light on the thought processes of the gamer, an 
area into which publishers and designers have tread 
with great trepidation. Until the arrival of 
KINGMAKER (it first appeared in the US in its 
first edition in the early spring of 1975 but had been 
circulating throughout England for at least a year 
prior to that) only one game of similar design had 
ever held the public's interest more than briefly; 
DIPLOMACY. This simulation of power politics 
and abstracted military aggrandizement had been a 
cull ever since its introduction in the early I960's. It 
was immensely popular and. now that we can look 
back at it. quite simple in its intent. It made its 
players assume roles so much so that they were 
forced to play the game with a psychological insight 
never before used in even the most complex 
simulations. The player was not only playing the 
game, he was playing the other players! And this 
does not mean he was playing against the other 
players; rather he was using them to further his own 



aims. Luck was eliminated; the player survived on 
his own wits entirely. He controlled destiny, and he 
controlled it absolutely. 

The formula worked, and DIPLOMACY was a 
raging success at least within the finite but 
growing circle of simulation enthusiasts. Now, what 
usually happens with success is that it gets copied. 
(Witness this year's Box Office thrill. Airport 77. the 
third in a series of movies designed with the dual 
intent of keeping one away from both airports and 
theatres). But a decade passed without 
DIPLOMACY' receiving a serious challenge. To he 
sure, other games of similar ilk appeared: ORIGINS 
OF WWII is a sort of poor cousin of 
DIPLOMACY, but it has neither the interest or 
elan of its more successful relative. DYNASTY was 
a short-lived, "local" effort to translate role-playing 
to the Far East. It had all the elements to produce 
success, but it never got off the ground, which is too 
bad as it contains some truly intriguing ideas. 

Thus the Role-Playing. Power-Politics field was 
left entirely to DIPLOMACY, a vacuum that I, for 
one, never quite understood. The game was so 
obviously successful; and it certainly was no brain- 
twister in the Design department. That it ruled the 
field as sole occupant for so many years is still a 
mystery. Yet, Nature abhors a vacuum and into this 
drought of design stepped Andrew McNeil. Work- 
ing for a long period of time testing designs, shaping 
ideas and molding theories he came up with the first 
new Power Politics game to seriously challenge — 
and intrigue the Dippy buffs. But KINGMAKER 
was different, for KING MA KER did not rely solely 
on the players' wit to produce a result. MacNeil was 
too familiar with the history of the period to keep 
the play in the hands of the players, for the "play" of 
the Wars of the Roses was never really totally in the 
hands of even its best practitioners. There was too 
much fate, too many uncertainties, too much out- 
and-out luck — both bad as well as good. And this is 
what provides the tremendous drawing power of 
KINGMAKER, for not only does the player have to 
play the other players but now he has to battle the 
Hand of Hate. The players are easy to watch; it is 
Fate that often deals the crudest blow. 

The heart of KINGMAKER is the marvelous 
series of cards which direct the play of the game. 
Cards had never before been used to such an extent, 



and with such amazing effect, in a conflict 
simulation. Perhaps other designers felt constrained 
to avoid the "Monopoly" influence, or the seeming 
utter randomness of such a system. But in 
KINGMAKER it worked. The two series of cards — 
Event and Crown are the game. The recent, and 
excellent, article in The General (Vol. 13, No. I) by 
Robert Harmon is well-worth referring to as a 
reminder of what each card in the game can do. and 
how often it can do it. 

And knowing what the cards can do is the key to 
the game. 

Strategy in KINGMAKER is like going over 
Niagara Falls in a barrel: you know what you want 
to do, but once you start doing it you are no longer 
in control. And the player who usually sticks to a 
strict plan in KINGMAKER will usually find 
himself suffering the same fate that befalls the old 
Barrel-Driver. 

The best players in KINGMAKER follow the 
age-old adage: Hope for the Best, but Expect the 
Worst. The former may be fleeting, but the latter is 
sure to arrive somewhere along the line Moreover, 
do not despair! KINGMAKER is so cunningly 
contrived that even total elimination means little, 
unless it occurs during the latter portion of the 
Middle Game or in the End (lame itself. If such a 
fate befalls you, you will have to be content with 
being some major Baron's pawn. You might also try 
breathing in people's laces: Plague always makes for 
quick changes in power hierarchy and spreading a 
little disease doesn't hurt. 

Generalities aside, the best strategy in 
KINGMAKER is preparedness and knowledge. 
The player who knows the board, knows what is 
going on and what has gone before, and then has the 
flexibility to handle all of this knowledge is a 
successful baron, a veritable Neville amongst the 
Scropes. (A bit of historical byplay: Alas, poor 
Scrope, your time has passed. No longer may 
players launch the once infamous Scrope Attack," 
made infamous in the 1st two editions, wherein the 
hapless Scrope went around likea Kamikaze in kilts 
and buckler, sacrificing himself in attacks the odds 
of which staggered the imagination, just to kilt off 
some nobles. The AH edition of the rules has 
removed this bit of dastardly and often 
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infuriating byplay. Poor Scrope has now been 
relegated to the scrapheap of nohles a place he 
fittingly deserves.) 

The first cardinal rule for success in 
KINGMAKER is knowledge of the game-board. 
The board has undergone some fairly radical 
changes since its initial design (changes which I greet 
with mixed feelings), but the important locations 
and passages are still the same. For example, the 
most important town on the map. in terms of 
movement, is still Shrewsbury. ( I have assumed —as 
do virtually all players that Shrewsbury does 
control that fork in the road, a matter which should 
officially be clarified somewhere?) (Ed. Nore: 
Shrewsbury does control the road. J Control of 
Shrewsbury allows a player in York to whisk on 
down to London in one. fell swoop (providing he 
gains Conisboro Castle, a not-too-difficult feat). 
This type of knowledge is what renders success from 
opportunity and allows the wise Baron to always 
remain within reach of some objective. (It is often 
wise to hide control of Shrewsbury, revealing it only 
when a major opportunity presents itself). 

For a more cogent analysis of KINGMAKER 
let us play a sample "hand" and see what 
opportunities present themselves and how best even 
the worst hand may be managed. Let us assume a 
four-player game (in my opinion the best configura- 
tion for KINGMAKER). We wilt also use the 
Advanced Rules which give us an eighth member of 
the Royal Household -Edmund, Earlof Rutland- 
as well as the Dukes of Lancaster and York. We will 
be examining the different hands not so much for 
play examples as for strategic possibilities, 
weaknesses and opportunities. 
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Player Three 



Basic Strength: 290 
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The above random deal is somewhat unusual; 
however, there is no "normal" hand in 
KINGMAKER. The beauty of the design is that 
each play is different, each game a new situation. 
Here is an obvious improvement over the static 
initial situation inherent in DIPLOMACY. The 
latter produces what are known as "Standard 
Gambits", somewhat in the vein of Chess. 
KINGMAKER has none of that, so to speak (the 
merits of which will not be debated at this time): 
however, there are definite things that each player 
must accomplish in his initial maneuvers. Basically, 
his intent is to solidify his position and gain himself 
a Contender — any Contender. Without a Con- 
tender your play tends to be aimless and, worse, 
useless. You will find yourself at the mercy of the 
stronger factions, who will use you as a pawn and 
then drop you like a hot Yorkshire Pudding. Get 
that "prince", even if you have to steal the packet 
boat to Ireland to do it! 




Earl of Woreest 






LANCASTER 







Each player must decide what his best deploy- 
ment is (some of the nobles being given variable 
locations). This is where knowledge of the 
gameboard comes in. The Lancastrian pieces are 
located in the center of England, with Margaret and 
Edward right next door to each other, while the 
Yorkist Household is spread around the fringes of 
the country. If you have a faction that is powerful in 
the center by all means take advantage of such a 
situation. Otherwise, try to base your power in one 
of the fringe areas where you can grab and 
maintain in relative safety— one of the Yorkists. 

Further use of game knowledge can be made in 
assigning the offices and titles. For example, unless 
you want to create a Power Base in the North (which 
is foolish unless Percy, Earl of Northumberland is 
one of your barons), the Warden of the Northern 
Marches can prove an extreme annoyance. He has 
an irritating habit of heighing offtoScotlandjustas 
you are hopping down to London. Embarrassing at 
best. But if you arc so lucky as to combine 
Mowbray, Duke of Norfolk, with the Chamherlain 
of the County Palatine of Chester you have created 
quite a formidable Baron, with an exceptionally 
powerful stronghold in Wales — a difficult area of 
the board to approach without notice. 

Let us look at the Sample Hand to see how the 
principles of the Gambit may be applied. 

First, note the imbalance between the hands: 
Player one has a basic total of 330 Strength Points, 
while Player Four has, at best, 130. Player Two has 
a seemingly minuscule strength of but 100. However, 
he possesses the Constable of the Tower of London, 
and Talbot. Earl of Shrewsbury (The Constable) 
should have little trouble claiming the extra 200 men 
that go with this office (Sec below). That would give 
him 300 rather quickly and pull him up to par with 
the other major factions. (It also makes him King, as 
Henry is his as soon as he enters London), However, 
as we will see from the example of Player Two,- 
initial strength is misleading. It is position which is 
important— and it is position which will remain 
important throughout the game. You must always 
be ready to grab an opportunity, and being ready 
means being in a location from which you can strike 
quickly. Sequestering yourself in the Cheviots might 
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be great for your health(especially if you like 
oatmeal); but you'll be a petty baron all your life if 
that's your idea of preparedness. 

Player One's hand initially appears quite 
strong alter all. he has two of the great Barons in 
the game (Norfolk & Northumberland) and an 
initial strength of 330, with the possibility of an 
extra 100. However, this strength is illusory, for 
while his baronial strength is in the North, his Office 
strength (Dover Castle, Canterbury, and 
Chancellor of Cornwall) are far to the South. Thus 
much of his strength is diffuse and dissipated, 
useless to him as a Power Base. Yet his position is 
enviable: he has the 300 points necessary to take 
York, and he has the Archbishop to crown Richard 
of York King. This move, which cannot be 
accomplished until at least the second turn of the 
game, is a very strong one and one which should be 
accomplished at all costs. It gives Player one the 
leading Yorkist contender and it nullifies Henry as 
King, should he be grabbed (and he will, as we will 
see below). 

The three nobles of One's faction are thus placed 
as closely as possible for quick consolidation. As 
they are all oriented to the North this positioning is 
easily attainable. Norfolk is placed at Wressle, 
adjacent to York, while Northumberland is 
deployed in Cockermouth for no other reason than 
it is an interesting sounding place, Northumberland 
can be quite a pain — a sort of Junior League 
Warden of the Northern Marches. He has power, 
but it's too far away from the center of things to 
really do any good. Here he has been assigned 
Cornwall, giving him a second Power Base, albeit 
far to the South. Norfolk, in the meantime, has 
been given the two "sister" cities of Dover and 
Canterbury. This seeming diffusion of power (noted 
above) may now work to Player One's interests, for 
he now has a base of operations close to London — a 
base he may find useful when operating in that area 
against the Lancastrians. There could be some 
argument for assigning one of the Offices to Audley, 
now Earl of Salisbury. However, Northumberland 
is too strong to waste and Norfolk is too well 
situated. Furthermore, the faction will consolidate 
rather quickly and Audtey, being the weakest of the 
barons, will prove somewhat of a liability in this 
area. 

The one major thing to note here is that Player 
One has had the luck to go before Player Two (who 
controls the Tower, and with it, London). Player 
Three will move first (he is the Chancellor) and thus 
One will move before Two. This will enable One to 
crown Richard King before Two can call a 
Parliament (a foolish move at this stage of the game 
anyway). 

Thus, One has good strength and good position. 
He will soon, burring unforeseen complications 
(Plague, etc.) have a rival Contender and become 
the leading Taction in the North. 

Player Two has had the unfortunate 
happenstance of having to discard three nice 
Offices. Things like that happen all too often. His 
st rength as well as his position is also basically weak . 
and his bases of power are divided between North 
and West. Clifford and Scrope are of little help to 
Talbot, and furthermore, they are in great danger in 
t he center of Player One's Power. Bui, Player Two is 
the Constable of the Tower of London, and that 
means Henry is his — if he can get there without 
mishap. And that is why Bristol has been assigned to 
Talbot (among other reasons). Talbot can use 
Bristol as a refuge (praying that the Black Death 
doesn't catch him there) and ajumping-off point for 
a quick one-turn trip to London. By the second turn 
of the game he will have Henry. Unfortunately, 
Player One will probably also have Richard (York) 
by this time, so the effect of this will be nullified. 



Once having gained Henry. Player Two will have to 
rely upon a good draw from the Crown Pack to give 
him aid. H is barons are weak, and he is strong only 
in London and its environs. His opportunities to 
garner other Lancastrians (and thus strengthen his 
position vis a vis that House) are minimal, 
considering Player Three's strength in Central 
England. He thus seems to be tied to London, and 
only some shrewd politicking will get him out of that 
hole. Players who hang around London usually end 
up hanging, literally. 

Player Three's situation is enviable. He has 
strength — 290 points — and exceptional position. 
Furthermore, he is Chancellor of England. Not only 
will he go first, but, in the obvious stalemate that 
will quickly occur, he will, under certain cir- 
cumstances, be able to call Parliament (if he lives 
that long). Warwick is placed in Warwick, right 
next-door to Margaret and Edward, where he, 
Roos, and Pole can grab Margaret and then Edward 
right off the bat. Furthermore, Herbert can waltz 
right into Cardigan (an open town) and pick up 
George, a Yorkist contender, on the first turn. 
Player Three's position in terms of bargaining 
power and alliance is thus quite enviable. He will 
hold three contenders in short order, and his power 
hase in the center will make him quite capable of 
unloading on Player Two in London, should he get 
some reinforcements in the draw. 

Three has not had much say in how to divide his 
hand. Chancellor obviously goes to Warwick, a very 
powerful noble (and the namesake of the game's 
title). Admiral of England provides some interesting 
sea maneuverability, but Three hasn't the coastal 
Nobility to take advantage of it. Note that Pole and 
Roos have been placed within striking distance of the 
Lancasters by deploying Roos at Belvoir. Player 
Three has some very interesting times ahead! 

Player Four has problems. He has little inherent 
strength, and his positioning is mediocre at best. But 
he still has possibilities, and this is what the players 
should be aware of. From the way he sees things 
developing on the board in the initial deployment, 
and from the lack of strength in his hand, it should 
occur to Four that he will have to act boldly if he is 
to succeed. The key to his success is the ship Swan. 
The ship is in Berwick, but fortunately no one 
controls Berwick by the time of Four's initial move. 
This means the Swan will be free to move. With the 
intent of using this ship as a Catalyst, Fitzalan has 
been placed in his Southern holding, Arundel, but 
given cards which essentially give him power further 
north, near his Welsh holding in Chirk. The reason 
for this is that Four's best move is to get to Ireland as 
quickly as possible, grab Edmund, and bring him 
back to the Northwest (thus Fitzalan gets the Bishop 
of Carlisle and the City of Lancaster) Grey, 
Cromwell and Bourchier should be able to join with 
him quite easily (there is usually little interference 
and /or combat in the initial moves as players are 
too busy getting organized), and Four should be at 
least able to set up some sort of Power Base in the 
West. It's not much, but it is a start. And it also 
places him near Edward of March should he attain 
the strength to take Harlech. 

From studying the above dispositions and 
tentative opening moves we can formulate some 
basic precepts that players should keep in mind as 
they begin play: 

1) Study your initial faction carefully, evaluating it 
not so much for what it appears at face value but as 
to what it means in terms of position. This means 
knowing the game-board and the potential power 
bases of the players. 

2) Initial strength (in terms of mercenaries. Offices, 
etc.) should be given to Nobles who can take Royal 
Pieces early in the game. This will discourage other 



players from picking you off. If possible, con- 
solidate your Barons before grabbing the Royal 
Piece. 

3) Try to get an early Power Base, a position from 
which you can operate and to which you can retreat 
in times of danger. Position is everything, and if a 
player can make himself overpowering in one area 
his chances of success are greatly improved. Of 
course this Power Base/ Position should not be so 
far from what's happening that you become a 
veritable hermit. Position means the ability to strike 
as well as to consolidate. 

4) Get a Royal Piece as quickly as possible. George 
and Edmund are virtually freebies; others are more 
difficult. However there is usually always one 
member of Royally who is attainable. Study the 
initial dispositions vi.s a vis your strength and act 
accordingly. 

In essence, the object of your initial deployment 
and opening moves is Power. You must obtain some 
sort of power, be it a Royal Piece orastrong Power 
Base/ Position. If you have neither you will soon be 
at the mercy of the players who do, players who will 
be seeking to destroy the lesser factions before they 
get on to bigger business. If you have Position in the 
form of a Power Base you can at least maintain your 
dignity. 

THE MIDDLE GAME 

The success of a given player in the important 
Middle Section of the game (the portion where 
power divisions and factions solidify. Royal Pieces 
a re discarded like sacks of mouldy flour, and two, or 
perhaps three, major Baronial groups emerge) is 
entirely dependent on thePositioning he has devised 
in the opening portions. The reason for this is not 
that the game will depend on who controls what, but 
rather that the player who has good position— and 
powerinand from that position — will beabletotake 
advantage of those incredible and all-consuming 
turns of fortune that stride through the game like a 
horde of Huns. 

As players' factions become bigger they will 
become more and more susceptible to the annoying 
Raids and Revolts that spring up about once every 
two turns (at least). Remember, nobles called to 
other places may not take other members of their 
factions with them, so a major faction can quickly 
become splintered. The good player is one who has 
enough power and position to a) overcome these 
sudden changes of fortune when they occur to him, 
and b) take advantage of them when they occur to 
others. 

Now. there is no way for a player to ignore these 
events. Nor is it possible to ignore Plague. However, 
at least the latter is somewhat forecastable. And, in 
the words of the original edition, "The Player who 
has his whole force wiped out by Plague really 
deserves to lose." And that is the truth. Remember 
that Royal Castles do not suffer plague and, 
furthermore, that plague is cyclical— once it has 
occurred in one city it will not occur again in that city 
until the Event Pack is finished and reshuffled. (This 
has been specifically designed into the game, and it 
is somewhat unrealistic to shuffle the deck every 
once and a while as plague — which represents other 
misfortunes as well as actual disease — tended not to 
reappear in cities it had hit in the recent past.) Thus a 
careful player can take advantage of cities that have 
been hit, using t hem as havens knowing that they are 
safe for a while. 

As for the Revolts and Raids, the player must 
learn to anticipate, to realize that certain of his 
nobles will be called to places undesired at times 
unwanted. These calls are unavoidable, but the 
effect of such can be minimized by careful planning 
(within the parameters of the amount of planning 
you can do in KINGMAKER). Establishing a 
Power Base in an area to which you are likely to be 
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summoned is one way of handling these emergen- 
cies; actually, it is probably theonh way. Otherwise 
you must trust to tuck and theallegiance of the other 
players, which is usually feeble at best. 

The Middle Portion of the game is thus best 
played by players who minimize misfortune and 
capitalize on that of others. To this end alliance can 
often be quite important. Now. be not mistaken 
about alliances in KINGMAKER: they are in- 
variably consummated in greed and dissipated in 
mistrust. Moreover they are rife with irony and 
hypocrisy for the simple reason that two factions 
helping each other are usually after one goal, and 
that goal can be attainable by only one of those 
factions. This is not to say that all alliances should 
be avoided: just the opposite is true. You usually 
cannot survive without the help of another faction, 
unless you control most of the major nobles in the 
game. And if that happens you usually spend most 
of your time running errands throughout the 
countryside. 

No, alliances are necessary and even helpful. 
They can act as buffer zones to certain areas, and 
they can often help lesser factions survive while 
building or rebuilding their strength. However, 
most alliances in KINGMAKER are short-lived. 
Unlike DIPLOMACY, where alliances can be 
mutually advantageous as the players involved 
divide the spoils of new areas conquered, in 
KINGMAKER there is little gain in controlling 
areas for the sheer sake of control. You are after 
Royal Pieces. And, as at least 50% of those 
personnages will most likely have had their 
proverbial throats slit after just several rounds, the 
prize may be difficult to attain. In this fashion 
wheeling and dealing is infinitely more difficult and 
requires an even more devious personality in 
KINGMAKER, for there is usually little to bind 
two factions together. It is the superior player who 
can use his fellow players to accomplish his aims 
without giving them anything worthwhile. 

As the Middle Game progresses the factions 
begin to solidify, if they can avoid Plague and other 
disasters. The Faction controlling the King usually 
has a great advantage — whether you are using the 
optional Parliament rules or not. This advantage 
may be offset by having a rival faction-crowned 
King, creating a temporary stalemate, or, as is more 
likely, by the annoying arrival of Embassies. The 
key thing to remember with embassies is that the 
player who controls the King must keep a strong 
faction of nobles around him at all times. Quite 
simply, an unprotected King dragged off to 
Weymouth or some other such tank-town to meet 
the Scots or French ambassador will be devoured 
before he can move an inch. However, unlike Raids 
and Revolts, when the King is summoned to 
embassy he may take any nobles in the same area 
with him. Thus it behooves the player to protect his 
King in this fashion. 

Of course, such strong factions are usually 
dissipated by the very Raids and Revolts mentioned 
above. Sometimes this can be avoided — aside from 
the ways we spoke of before— in an unusual and 
daring fashion. Certain nobles are called by Raids 
and Revolts more than others— these arc usually the 
powerful barons E.g., Mowbray (Norfolk) has/fve 
such calls in the Event Deck: such Offices as Warden 
of the Cinque Ports (with five calls) and the "globe- 
trotting" Marshal of England (with ten!) calls are 
likewise embarrassing. Obviously, if you want to 
make key use of Norfolk you can never make him 
Marshall of England. (However, doing so as King in 
a Parliament, if the opportunity arises, is a sure way 
of sabotaging your worst enemy!). But if you want 
to create a powerful noble who is relatively free to 
do as he wishes it might he worth your while, if the 
opportunity arises, to take a minor baron such as 
Grey (with 20 points and no calls), assign him a Title 



to build his strength and an Office with good power 
and little Raid/ Revolt interference such as Con- 
stable of the Tower [the richest prize in offices, 
especially at the beginning of the game) or 
Chamberlain of County Palatinate, and then give 
him a multitude of mercenaries, cities, bishops and 
other accoutrements. You now have a formidable 
baron who is free to move almost anywhere. 

Tothisend. players should notethat Neville.Earl 
of Warwick, is far and away the best noble to hold. 
He has good initial strength (50), he controls four 
well-placed castles (Richmond and Raby are in 
excellent position just to the north of York; 
Warwick gives a Power Base in the important 
Central counties; and Ogmore is well located 
between Wales and Cornwall with excellent coastal 
opportunities), and he has only one call-card! He 
also has the largest vote faction in Parliament of any 
one noble. Thus, the player who controls Neville 
should use him to his fullest. Through Neville the 
player can maintain several Power Bases (given the 
location of Neville's castles) and he can move with 
relative freedom from call, especially if Neville can 
be assigned an important Office. Unless it is totally 
unavoidable, never waste a lesser Office on Neville. 
To do so is to diffuse your major weapon. Because 
of his position and freedom Neville is the single- 
most important noble — or piece — in the game. 

Neville is, of course, only one of three "major" 
nobles. However, the other two — Mowbray, Duke 
of Norfolk, and Percy, Earl of Northumberland — 
have almost as many drawbacks as they have 
advantages. Percy has the largest household, and as 
such, his strength is formidable. But his base of 
power is far tothe North -too far to be of any use as 
a true Power Base. His westernmost castle, 
Cockermouth, is in the unusual position of being a 
coastal castle with virtually no access to the sea! 
Mowbray, Duke of Norfolk, has good strength (50) 
and some excellent castles (five of them) spread 
around the country. However. Mowbray is a one- 
man travelling circus and he is so susceptible to calls 
for Raid/ Revolt that he cannot be trusted. As for 
Stanley, who also has a basic strength of 50, his 
drawbacks are self-evident (lack of power base and 
constant calls to Douglas). To give Stanley any 
power other than he has or cannot be avoided is to 
waste such Offices, etc. Of course, if you have 
several ships at your disposal Stanley can become 
more useful. But he is a question-mark at best, and 
players should be ultra -cautious about using him or 
relying upon him to any great extent. 

An important point to remember during the 
Middle Game is that cards drawn from The Crown 
Pack may be concealed. This is a powerful weapon, 
as the players may not know that you are holding 
Neville, who is Chancellor of Cornwall with several 
groups of mercenaries and some bishops. To spring 
such a surprise on the other players is usually to 
carry the day, at least locally. Knowing just when to 
spring that surprise is the essence of good timing, 
which is a very important sense to have. The obvious 
faults of "too soon" or "too late" are magnified in a 
game such as KINGMAKER where the other 
players are equally as capable of taking advantage 
of presented opportunities. Actually, it is almost 
impossible to act too soon in this game; players 
should strike when they can and then not wait 
around to see what develops later. But you can 
reveal hidden cards too soon, wasting them on 
trivial conquests. If you are lucky enough to have a 
pocket baron with the power of a Neville, as above, 
make sure you use him on a worthwhile mission. 

There are other mechanisms in the game that 
players should be aware of, particularly Free Moves 
and Writ cards. They, along with the new King's 



Pardon cards, are virtually self-explanatory in their 
worth, and players should be careful they make the 
best use of them. Free Move cards can be very 
valuable in planning a quick, decisive raid from an 
area which seems far removed from the center of 
play. And the combination of a surprise noble plus a 
few Free Move cards can be incredibly devastating. 



THE END-GAME 

Time was, in the early editions, when the player 
with the most power would simply take his 
pretender and sail for Calais, the healthiest city on 
the block (no Plague!). Now we have a Plague in 
Calais card, as well as other French sidelights, so 
that scheme is no longer valid. The end-game, 
however, can bog down when there are two players 
with equal strength possessing the only two 
pretenders. By this time all the cards are in play and 
there are few surprises left. Play tends to become 
somewhat static as neither side is willing to take a 
chance. 

Plague, of course, can loosen this up, as can 
Embassy cards, and players must be ready tojump 
at the first opportunity. Strong factions should get 
rid of as many pretenders as they can. While Royal 
Pieces are an asset in the beginning and. to some 
extent, the middle of the game, they become an 
increasing liability as the game progresses. They 
slow down movement and make factions more of a 
target, (And remember Beaufort!) Usually, an 
embassy card here, a raid card there and a huge 
battle occurs with the winner emerging with the sole 
royal piece. It can sometimes take a bit of waiting 
for this to occur, as players have solidified their 
positions and are unwilling to make deals. 

1 have purposely omitted discussing Parliament 
and its uses until now. Briefly, each player tends to 
use Parliament — as King -according to his own 
personality. That to call Parliament is important 
goes without saying— if you have the power and 
there are strong Offices and Titles to dispense. The 
strength of the King is nowhere more apparent than 
in Parliament — if his faction is strong enough to 
overide the votes of the others. Here is where deals 
are made— and consummated. Never underestimate 
the power of Greed, and use it to your fullest 
advantage. As King you should never hesitate to 
give yourself the choicest appointments, and the 
player who is shy and unassuming or, even worse, 
generous, will not be King for long. To be King 
means to have power; and to win you have to know 
how to use that power. The best players in 
KINGM ASTER are those who use a baronial 
mentality to the fullest. Trust no one, and grab, 
grab, grab. KINGMAKER is not subtle; you 
cannot finesse 300 pounds of armored illiteracy. 
You club him into submission — and Parliament is 
where you pick up your bludgeons. 

KINGMAKER is not a game which can be 
discussed in specific strategic details. Success 
depends on a state of mind. It is a game which 
demands concentration from its players, a game in 
which trust is an anachronism. Speed of movement 
and ruthlessness are the two key ingredients for 
success. And both of these ingredients use one 
source: power. Throughout the entire course of the 
game you are playing for power. Whether it be local 
power or total control, no player can survive for 
long in this atmosphere without some form of 
power. And to that end you must always plan your 
strategy. 

Q 
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Charles Vasey is a purl time Law student and self 
confessed full time work dodger whose gaming 
exploits trace their beginnings to 1968 when he first 
obtained 1914; an acquisition which amazingly did 
not change his natural leanings toward simulation 
as opposed to payability, Vasey. a medieval French 
name synonomous with wanton, lascivious, and 
mischievous (or so he'd have us believe) fills his off 
hours bv publishing a fine gaming newsletter 
entitled PERFIDIOUS ALBION which is notable 
for its candid and fresh remarks on the wargame 
scene. A true victim of the wargaming craze. Charles 
hopes to make his debut in the Big Apple at 
ORIGINS 77 — a notable achievement for an 
Englishman. 

Kingmaker is a creeper of a game. When it first 
appeared in England it was reviewed as being 'fun' 
but not especially accurate. It was easy to pick on a 
few •obvious" errors (though often they were a great 
deal less erroneous than the reviewer thought). The 
basic opinion was it was for 'kids'. Yet beneath this 
simple exterior was a great deal of cunning work, 
work which few reviewers could spot because 
Andrew McNeil did not speak the standard 
language of game design, he did not come from the 
great AH/SP1 tradition. Only as time passed, and 
one tinkered with the game, did realization slowly 
steal over you one could not do better! 

I have long been interested in the Medieval 
period and tried to design games based upon this 
period, using standard design procedure. They all 
failed completely. Militarily the War of The Roses is 



fairly simple in mechanics. Armies stamped around, 
often missing each other, often engaging in private 
wars with their neighbors, often running out of 
food, and clashing in battles of frequently the same 
form (three main bodies, the side that wins is the one 
that chases two of the enemy's off the field). Hutton 
in 181.1 talking about Bosworth Field said "Battles 
are singular periods; productive of strange events. 
Much may depend upon a trifle, the effects of a trifle 
may be victory, and the effects of victory, everlast- 
ing." If the actual fighting depended on simply 
marching forward and hacking until you won or got 
beat, the raising of armies was much more difficult. 

The War of the Roses was a very strange war 
indeed. It was mainly a form of super-gang warfare 
that was carried on by the nobility while the 
common people stayed out of it. There are 
exceptions of course; Edward IV halted the old 
practice of "Spare the Commons, and slay the 
Lords" after he was deposed, and in 1461 Margaret 
of Anjou let an army of pillaging northerners into 
the south and burnt many of the "good towns" of the 
Yorkists. This escapade did little to endear the 
Lancastrian cause to the Londoners who could 
always be trusted to stump up for a Yorkist 
campaign, it also made the Yorkist cause synony- 
mous with Law and Order. (Rather like the gamer 
who goes around attacking everyone's castles, and 
finds his land being dismantled in unison by players 
who have forgotten their own animosities). Having 
disposed of popular fervor as a source of troops one 
must ask how the armies were raised. There seem to 



he two methods. ( I) The personal retainers (private 
army) and vassals of the nobles. Knight-service, 
which had been calculated as one knight per five 
hides of land held, was no longera common practice 
but often one's vassals would serve for pay taken 
from their rents. Now the nobles would draw up 
contracts of service with important captains of war 
(the English were remarkably willing to serve under 
men of ability but little nobility) or warlike vassals. 
In 1474 when Edward IV was to invade France he 
issued an indenture to Richard Duke of Gloucester 
to find, at his own expense, 120 men at arms (i.e. 
wearing full armour) 19 of which were to be knights, 
and one thousand archers. (2) One could, with 
varying shades of legality, issue commissions of 
array. These called upon citizens to muster in 
defense of the king. Of course the answer to "Who 
arc the King's enemies?" depended on whether you 
were Yorkist or Lancastrian. Was it traitorous York 
attempting to steal the crown from Henry, or was it 
scheming Suffolk and Somerset who were ensnaring 
the king into a form of vicc-rcgal government? 
Obviously if you were told to attack York and 
believed the latter you would deny the legality of the 
commission, or find the first opportunity to vanish 
from the army. Thus commissions, at best, could 
only be effective when issued in one's own lands, or 
if the enemy took to using foreign aid. There is much 
overlapping between the two kinds of army, but 
even so representing it in standard game terms could 
be a problem. One has to know roughly how much 
money each magnate got from his estates, and where 
those estates were. 
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Let me first point out that the office of Earl or 
Duke did not hold great significance to the area in 
question. Such a rank entitled one to the Third 
Penny of all fines in the Shire Court. This institution 
had heen cut down to size by the use of Royal 
Justices, and ihe Courts of Westminster Hall, and 
its revenues were not great (it could only try cases of 
under 40 shillings). Also the title does not imply the 
whole county was owned by Ihe holder, although he 
may well have been enabled to interfere in the 
internal power struggles. Some border areas did 
tend to be heavily in the hands of one family, but 
otherwise most holdings were spread over the length 
and breadth of England and Wales, The Black 
Prince (Edward of Woodstock) had rents as 
follows: -Chester £1.300. S. Wales £1,700. Corn- 
wall £2,350 (owned land in London), N. Wales 
£3.000. but the other manors throughout England 
brought only £300 pa. The first four are examples 
of great fiefs (holdings) given en masse to one noble, 
and explain the power of the Chancellor's of Wales 
and Chester in the game. It is a useful comparison to 
compare France and England. After the Conquest 
most Normans received estates in many counties, 
either deliberately or because they received land in 
blocks from ejected Saxon thegns. The result was no 
central block of support for a single family (except 
on the borders where defense meant more than 
internal security). In France appanages were held as 
blocks of land. Duke of Burgundy meant exactly 
that and one gained all estates either as one's own or 
as your vassals. Louis XI suffered from this during 
the War of the Common Weal (1465) when whole 
provinces of France rose against him, and Brittany 
became practically an independent Dukedom. Thus 
an accurate map of England for the period would be 
terribly complex. KINGMAKER'S approach is 
devastalingly simple. First locate castles in the areas 
of great strength, these represent the 'loyal' regions 
and the large groups of estates who would yield the 
most money; men. Second, give the noble family a 
strength figure that represents their country-wide 
wealth, resources and fame, this covers those tiny 
manors hidden in far-flung counties as well as 
investments. Third, give strengths to various titles 
and offices that represent the crown lands granted 
with these posts, and the support of the uncommit- 
ted squirearchy who might follow a man with a legal 
title. The result is very accurate, one might quibble 
against a certain family acquiring a certain area but 
this is due to hindsight. Kent was always for 
Warwick ever since he thrashed the French as 
Captain of Calais (though this did not prevent their 
desertion at Second St. Albans), Ulster was Yorkist 
land, so was most of Wales (the Mortimer Earldom 
of March). Even so the result is good Especially 
sensible is what, at first, appears to be a rather odd 
result when a noble card joins the faction who have 
just slain his father. This very rarely happened, 
blood feuds being more fun, I prefer to look at it as 
representing the forfeiture and escheatage of estates 
One must examine the career of John Neville 
Marquess of Montague. John Neville had none of 
his eldest brother Warwick's sk ill in diplomacy, and 
none of his younger brother George of Exeter's 
disloyalty. He was a good soldier who won dramatic 
victories at Hcdgeley Moor and Hexham in 1464 
removing various Percies as well as Henry Beaufort 
and Lord Roos. He became Warden of the East 
Marches in 1463. and in 1464 was created Earl of 
Northumberland and granted many Percy estates. 
So the way to rationalize the strange result is to say 
that though the card may say Percy it really 
represents the estates granted to someone like 
Montague. The real Percy heir is hiding somewhere 
over the border, II he dies in battle his estates may be 
resumed by the King, the Plantagencts were an 
irritatingly capable family. 

So the game has good claims to accuracy in these 



two very difficult areas. The final important feature 
in this quest for accuracy is the Parliament. The 
Parliament rules are what earned my inclusion in 
the design credits. The rules in the game are 
Andrew's re-writing of mine, with important 
changes in favour of payability and accuracy. The 
allocation of seats makes the definition of each 
family's strength even more fine as it often conforms 
to the centres of wealth and population. At one 
stage the Nevilles held the Archbishopric of York(5 
Lords), the Earldom of Northumberland (3L/2c). 
Earldom of Salisbury (1c), Earldom of Kent (1c). 
Chancellor of England (20 possible). Warden of the 
North (2c) and their own scats (4L/ 3c)— a total with 
the Chancellor, of 12 in the Lords and 29 in the 
commons (about 15% and 20% of the possible 
franchise). With other offices like Keeper of the Seas 
and Captain of Calais their maximum army is 
around 840 and they hold 13 castles. Not a bad 
reflection of their real power — and all from a 'Kid's' 
game! Just set up those positions and one can see 
that the north is firmly held by the Nevilles and 
almost every part of the country is near a Neville 
town and they have ships available to keep their 
empire together. 

Certain noble houses (Hastings for example) 
were distinctly second-rate. Their power coming 
from their own ability in administration or war, 
Thus these gentry are practically useless until they 
receive the patronage of the King or the great Lords 
and get a title or an office. Most of the families 
missed out (apart, perhaps, from de Vere and 
Hungerford) are of this class. Their more famous 
members, like John I iptoft Earl of Worchester — 
scholar and axe-murderer, were fine soldiers and 
amazing characters but hardly powers in the land. 
Thus one often finds sections of the battle-front led 
by very minor nobles, often clients of the great lords, 
who do not appear in the game. Remember that they 
are leading the troops raised by the great families so 
the counter represents the armies rather than the 
leadership of them. 

Perhaps my main quibble might have centred 
upon the simulation of the battles and sieges. Of 
course Andrew McNeil has had to represent the 
battle/siege and the preliminary skirmishing in the 
large areas in each square. As such I think it works, 
and to alter it may cause a great deal of work for 
little return. I detail some battles at the end of the 
article for those who care to test the likelihood of 
these events recurring. 

Overall then we have a very neat system to 
represent the complex power-structure of Medieval 
England. For a little more fun and some accuracy 
one should possibly be allowed to remove titles and 
offices in Parliament. Many nobles lost offices in 
times of royal strength (John Neville lost Northum- 
berland, his brother George at various times had 
York and the Chancellorship removed — with a 
good deal more reason than his brother). Of course 
no noble cards can be removed (outlawry), no 
mercenaries or towns (neither give a damn for 
Kings), but bishoprics could be removed (it was 
nearly always possible to find some mistake in 
installing a bishop, so some expenditure in Rome 
could result in the opposition faction's client being 
ejected). Should you try this out I recommend it 
should require a 2/3 vote as it only happens when 
one faction is clearly regarded as leader. 

This point of royal strength leads one to the 
greatest, initial, problem in the game for the history 
buff. That is the representation of the royal heirs as 
pawns This causes little trouble with Henry VI who 
was a born pawn, and Edward of Wales was (a) not 
grown up, and (b) a nasty little swine when he was. 
Margaret of Anjou was nobody's fool however. 
George of Clarence was easily led. Richard of 
Gloucester seems to have had genuine regard for his 
brother Edward and never opposed him (although 



he did not extend this love to his brother 
Woodvillc's children). Richard of York was simply 
an average noble. Edward of March was both a 
good diplomat and a fine general, and almost a 
Renaissance Prince. Edmund of Rutland died too 
young to matter, or to make his mark. One certainly 
felt that York should have been a noble like his 
enemies Suffolk and Somerset. Of course. Avalon 
Hill has done much to repair this with their two 
Plantagenet nobles. I would think that the faction 
should only be able to kill their pawn if they can 
overcome his personal troops (if they fail he joins 
another faction). 

The more one looks at the game the more one 
feels that wherever history seems to be disregarded 
the actual results came very close to reality, even if 
their working was not immediately obvious. It must 
be a sign of great skill to design a game to which so 
little can be added. The Avalon Hill version is 
recommended for its new rules and the excellent 
notes and family trees. Oh yes and those new cards 
and faction markers are really splendid: a well done 
to the Art Section. 

The Thorns on the Roses 
or 
The Battles of the War 
First SI. Albans (E5) 22 May 1455— The Duke of 
York. Earl of Salisbury and Earl of Warwick with 
3000 menattackthe King and the Earls of Somerset. 
Buckingham, Pembroke, Northumberland. Devon. 
Wiltshire (or almost the whole peerage) and 2000 
men. Fierce street-fighting was won by well-trained 
Neville troops. The dead included Somerset. 
Northumberland, and Clifford, with Dorset (Som- 
erset Jnr) and Buckingham feeling decidedly unwell. 
Blore Heath (E3> 23 Sept. 1459— Lord Audley with 
6000 men runs into the Earl of Salisbury with 3000 
and gets whipped!! Audley is killed and John and 
Thomas Neville are taken while pursuing. 
Northampton 10 July 1460 — Warwick assails a 
defended position and is only victorious when Lord 
Grey deserts and lets him in. The dead include 
Buckingham and Shrewsbury. Henry VI is re- 
captured (freed by York alter St. Albans). 
Wakefield (C4) 30 December 1460 Actually 
fought outside of Sandal castle. York attacks 
Lancastrians who have twice as many men. Clifford 
holds this attack while Rosse and Wiltshire 
surround him. York and Tom Neville are killed, 
Rutland executed by Clifford, and Salisbury 
executed by the Bastard of Exeter (no that's not an 
office!). 

Mortimers Cross (E3) 2 Feb. 1461— Welsh forces 
under Tudors (Pembroke) and Butler (Wiltshire 
and Ormonde) attack Edward of March. Yorkist 
right is chased off but Edward holds the centre. 
Lancastrian flanking action is itself flanked and 
Owen Tudor taken. Owen was father of the Earls of 
Richmond and Pembroke and grandfather of 
Henry VII. His major claim to fame was 'marrying' 
Henry V's widow Katherine of France thus making 
his sons the uterine half-brothers of Henry VI. 
Second St. Albans (E5) 17 Feb. 1461— Warwick 
with 9000 is attacked in badly positioned entrench- 
ments by the Queen with 1 2.000 men. John Neville is 
overwhelmed and Warwick pulls out. TheKingwas 
re-taken by the Lancastrians, Neville was not 
executed as his brother had Somerset's brother 
incarcerated in Calais. Reads like the Godfather! 
Towton (C4) 29 March 1461— Prior to this Lord 
Clifford (Butcher) had been shot whilst taking a 
drink with his helmet off! 

About 30,000 Yorkists were faced with slightly 
more Lancastrians. Edward, Warwick and Kent 
(Neville) were being pushed back by Northumber- 
land, Somerset and Exeter (Holland). Norfolk 
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arrives arid takes the Lancastrians in the flank and 
rolls them up. A huge slaughter follows, Northum- 
berland killed, Devon and Wiltshire are executed. 
Rest of Lancastrians are getting better at running. 
Hedge]} 1 Moor (A4) 25 April 1464 — John Neville 
thrashes some Northern Lancastrians including 
killing Sir Ralph Percy. 

Hexham (A4) 15 May 1464— The Lancastrian army 
breaks before the onset of John Neville, Somerset 
finally stops running, Roosand Hungerford are also 
killed. Almost single-handed John Neville has 
cleared the North. 

Edgecote (F.4) 26 July 1469 — Warwick and Clar- 
ence move into England with 15,000 men — 
ostensibly not as Edward's enemies. Yorkist clients 
Herbert of Pembroke and Stafford of Devon march 
to halt him. They argueand Devon marches off with 
6,000 men. Pembroke (14,000) is beaten and 
executed. Devon is taken laterand isalso topped for 
his pains. 

Empingham (Losecoal Field) (E5) 12 March 1470 
A Neville provoked rebellion under some local 
Lancastrians is stamped out by Edward who 
discovers documents incriminating Warwick. 
Barnet (E5) 14 April 1471 — Edward is deposed but 
returns with Burgundian money. 9,000 Lancastri- 
an/Neville troops attack 8,000 Yorkists. Oxford on 
the Lancastrian right chases off Hastings, but 
Richard of Gloucester does the same to the 
Lancastrian left under Exeter. Due to mutual 
distrust Oxford flees the field and Edward and 
Richard concentrate on Montague and Warwick. 
Warwick and Montague go down fighting, but 
Oxford and Exeter show a clean pair of heels. 
Yorkists lose Bouchier and Cromwell. 
Tewkesbury (E3) 4 May 1471 — 6,000 men on each 
side. Somerset launches a surprise attack on the 
Yorkist left under Gloucester. Unfortunately he 
falls into another ambush. Devon and Wenlock (a 
Neville partisan) refuse to support Somerset and are 
driven off themselves by Hastings and Edward. 
Somerset is captured and executed (the third of that 
title to suffer this fate) but not before he bashes 
Wenlock's brains out for not supporting him. 
Margaret of Anjou is taken, as is her son who is 
murdered/executed (depending on what you be- 
lieve). 

Bosworth (E4) 22 August 1485 The Tudor Earl of 
Richmond invades at Milford Haven. Richard and 
Howard, Earl of Norfolk, launch an attack but are 
not supported by Northumberland or the Stanely 
brothers (Hit-men by appointment). Richard rides 
straight at Henry but dies with his boots on, some 
historians have suggested that the death of Ri- 
chard's son had made him careless of life. Norfolk is 
taken and executed, but his brother Surrey is 
released (a typical Tudor compromise — the iron fist 
in the velvet glove). 

Stoke Field (D5) 16 June 1487— England having 
nearly run out of nobles moves from the sublime to 
the ridiculous. John de la Pole Earl of Lincoln 
(grandson of Richard of York's arch-enemy 
Suffolk) contrives to be declared Richard Ill's 
successor as Richard was his uncle. As befits a 
Lancastrian representing the Yorkist caused) he 
recruits an army of Germans and Irishmen (under 
Fitzgerald) and some of his own retainers. To 
complete the unlikely scenario he discovers a 
pseudo-Warwick (George of Clarence's son). The 
whole weird event comes to a complete end in a 
violent battle with the Germans fighting to the 
death. 

Stoke Field saw the end of the War of the Roses. 
The last vestiges dying with Richard de la Pole 
(called "White Rose") being killed fighting for 
France at Pavia. The conclusions of the list show the 
game to be very accurate. Especially using the 
advanced system which allows equal armies to 



resolve matters. The loser seldom loses all leaders 
hut they often lost the mass of their armies — this 
coincides nicely with the loyalty rule where the 
noble is retained but his awards are lost. I somehow 
doubt if one could accomodate Blore Heath with a 
2:1 defeat. 

In conclusion can 1 recommend "Warwick the 
Kingmaker and the Wan of the Roses" by Paul 
Murray Kendall, a very fine American historian and 
no mean storyteller. He lays bare the problems of 
gaining power if one was not of the blood royal. Full 
of the feel of the period and a good introduction to 
the "Great Earl" himself. . . 

••••• 

KM By Mail Continued from Pg II 

Chichester in the first place to confer his Peace? 
Should 1 have announced the premature calling of 
Parliament at all? And if I hadn't announced it at 
that time, was the writ still effective the turn after? 
AU in all it seemed a pretty dreadful mess and there 
was no way in which I could emerge smelling of 
roses in all players' opinions. In the end 1 concluded 
that the trouble wouldn't have arisen if Parliament 
had been called properly in the first place and I 
didn't therefore think it was justified to bend the 
rules in the favour of the player who, however 
unintentionally, had made the original error. Mick 
should have held his men in Chichester since there 
alone they were safe. But it is one thing to justify 
decisions in a particular set of circumstances and 
quite another to make a general ruling in advance 
(particularly on the basis of an inadequate 
rulebook). Before 1 start another postal game 1 must 
resolve the possible intricacies of Parliament. 

Damn. [ see 1 have betrayed myself. I was pretty 
vague in response to requests for another game 
when the first was over, not because of the quality 
and sheer fun of the game but with a wary eye to 
other commitments. Now I have said 1 will start 
another, and hang other commitments. It is a very 
seductive game, this KING MA KER, and one which 
I think will be with us for some years to come. My 
advice to aspiring gamesmasters should be pretty 
obvious by now: 

1. Keep it simple — avoid the temptation to 
complicate matters by trying to introduce 'realism.' 
whatever that is; 

2. Encourage the atmosphere by insisting on 
named factions, stimulating the players into writing 
press releases and using narrative style as much as 
possible in the reports; 

3. Maintain the tempo by imposing short 
deadlines on the players and short 'turnaround' time 
on yourself; 

4. Keep careful account of the ownership of 
castles, etc.— it's particularly easy to forget to make 
the adjustments on the board when a noble is sent to 
meet his maker; 

5. Try if you can to introduce Michael von 
Haag's 'evil precision,' perhaps in the form of a 
modified zone of control ruling; and 

6. Above all, enjoy yourself! — this game is 
infectious. The gamesmaster's job is far from a 
routine slog; it is just as much fun as the players' 
tasks — and that after all is why we play games. 

You won't regret the venture. 
•••** 
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the request of one or more players, and upon 
contact, that is both parties, attacker and attacked 
shall occupy the same square simultaneously. 

A player whose movement path is through a 
friendly town, city or castle; that is one owned by his 
faction or one through which he has permission to 
pass, shall be stopped within that place by the 
Herald in the event that such place comes under 
siege during the turn. Otherwise, the attack shall not 
hinder his movement. 

Neither battle or parliament shall prevent the 
movement of other players not involved. 

Parliament shall be run by the Herald, in 
accordance with the rules. Parliament shall be 
initiated by a player, who shall notify the Herald of 
his intent and furnish a list of proposed recipients of 
awards. All other players shall upon notification 
also furnish a list of proposals. 

Underlined moves printed in JJPmU mean that 
the order is either impossible or that due to an event 
card, the noble in question has been summoned to a 
place different from the intended final location. 

Those squares named after a prominent for- 
tification located within, such as: York; shall 
henceforth be termed York (city)& York Commons 
to mean the open area surrounding the name 
position. Movement shall be counted as before 
whether or not the unit is moving to the commons or 
the fort; consequently an enemy may order an 
attack upon the nominal owner, before the latter has 
entered the fort. To do so, the attacker must be 
situated within the commons when the noble 
travelling to the fort enters the commons square, 
otherwise, the defending noble is considered to have 
the opportunity to gain sanctuary within. 

The loyalty table shall not affect the death of the 
Dukes of York and Lancaster. Once dead they may 
only be returned to play when the associated King 
changes hands. 

G 



Postal KM Mechanics . . . Continued from Pg 14 

name or number ol place. If no path is given, then 
the unit will be moved by the Herald, generally to 
the player's disadvantage. 

The Execution and ransom sub-rules, loyalty 
tables and nobles killed provisions of Advanced 
Battle shall be used. The latter shall be determined 
by Herald die roll. Combat shall only be initiated at 
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KINGMAKER BY MAIL 



By Don Turnbul! 



Don Turnbull has more qualifications for 
discussing postal KINGMAKER than his British 
heritage. Don has been an active postal player of a 
number of games from the year One and his exploits 
among fellow A HIKSers with his own fan ':ine 
A L.BION were so well thought of that editorship of 
the first (and only) 50 issues of that international 
classic won him accolades as the winner of the first 
"Charlie" in the 1974 voting for the Charles Roberts 
A wards Hall of Fame. More important for our 
purposes here however, is that Don was the 
gamesmaster for the first game of postal 
KING MA KER played in Britain— the birthplace of 
KINGMAKER. Don doesn't really lay down the 
law as to how to proceed in a postal KM game hut 
his general advice on the subject should be 
prerequisite reading for all potential gamemasters 
interested in bridging the gap between postal 
DIPLOMACY and KINGMAKER 

Fashions come and fashions go -but if a multi- 
player game is lo have any chance of lasting success 
in the UK it must lend itself to postal play. 
Nowadays face-to-facc meetings of kindred spirits 
are quite common— the twice-yearly AH IKS 
Europe weekends. Ian Livingstone's Games Day, 
Malcolm Watson's 'Orgies' and a whole range of 
others including the drop-in-and-play service 
operated by some specialist games outlets. But it 
was not always so. In the bad old days, when Avalon 
Hill was the only 'proper' games producer and 
Baltimore the only Mecca, the few UK enthusiasts 
were spread very thin across the country and lace- 
to-face meetings were rare. So the arrival of a new 
game (itself a rare occasion then) prompted 
immediate appraisal of its postal possibilities; if 
postal play proved impossible, or even merely 
awkward, the game might well be put on the shelf 
and forgotten after a few solitaire experiments. 

The JUTLAND postal team game now sadly 
without support: I wonder if it can be resurrected? 
was born in thiswayand proved an exciting, though 
long-winded, battle of wits for 6-10 players. The 
Gamescience BATTLE OF BRITAIN had more 
success and I believe some games (2 players with or 
without a third party acting as monitor) arc still in 
progress after 5 or more years. AH Management 
had a brief, and unjustifiably inglorious, postal 
career but there are hopes that it will sec the light of 
day again in its new guise of BUSINESS 
STRA TEGY. The multi-player postal game provid- 
ed an interesting diversion from the two-player 
STALINGRADS. BULGES and D-DA YS which 
reigned supreme. 

UK magazines now offer a wide range of postal 
multi-player games including DIPLOMACY and 
its variants, OR/GINS OF WORLD WAR II. 
ELECTION. David Watts' excellent RAILWAY 
RIVALS, the AH STOCK MARKET Game and 
BUSINESS STRATEGY. EN GARDE and a 
pretty dreadful thing called SOCCERBOSS. Oh 
yes— and KINGMAKER. Old habits have died 
hard. 

The first appearance of KINGMAKER was 
something of a shock; excellent concept, excellent 
playing board of which the AH version is rather a 
pale imitation I'm afraid, excellent game equip- 
ment, hut lamentable rules with more holes than a 
sieve. Those who have suffered at the hands ot 
Philmar's first edition rules will remember the light- 
headed feeling they induced. But the game itself had 
such potential and those were the only rules we had 
to go on. So after late-night battles at one of the 
excellent AHIKS Epping meetings, and encouraged 
by enthusiasts of like mind about the game. I set 
about devising a postal version and asked for 



volunteers. In April 1975 the first postal 
KING MA KER game was under way starring well- 
known AHIKS-ers Alan Youde, Bob Stuart and 
Robin Hood (he's not kidding-ed.), with Clive 
Booth. Mick Bullock and Michael von Haagjoining 
the fun from a background of DIPLOMA C Kgames 
in my COURIER magazine. (Incidentally. I little 
knew what 1 as starting— both Robin and Clive are 
now running postal games in their magazines; like 
any other self-respecting germ, the KINGMAKER 
bug has started to spread). 

In divising postal rules it was important to pull 
together views on how to fill thegapsinthe Philmar 
rules. Unfortunately 1 didn't have the pleasure of 
meeting the designer, Andrew McNeil, until the 
game was under way. and I found that in filling 
those gaps I had unwittingly lost the spirit of some 
of his original intentions. Particularly 1 had failed to 
grasp that he had virtually ignored the lime-space 
factor as a deliberate policy; his concept of a 
variable length of turn was quite foreign to me — 
brought up on zones of control and terrain effects 
charts and 1 regretted one or two of the rulings [ 
had devised too late to change them. The main 
difference was my ruling that a noble had to reach 
the designated Parliament venue in his normal move 
ratherlhanby the instantaneous transfer Andrew 
had in mind. 1 think we agreed that the difference 
was in practice unimportant — but 1 wish I had met 
him and read the second edition of the rulebook 
before starting the game. 

I made myself very unpopular in some quarters 
with my 'anonymity' rule, another rule devised 
especially for the postal game; without being too 
defensive, let me explain . . . First, 1 am quite 
convinced that a postal version of a game can differ 
significantly from the face-to-face version without 
detracting from the spirit of either game; 1 would 
defend to the last ditch the right of a postal 
gamesmaster to adapt the basic rules so as to permit 
exploitation of the postal dimensions; simultaneous 
movement is an obvious example. It also seemed to 
me important in a postal game to emphasize the 
need for inter-player negotiation— the 'diplomacy 
element'- -since a multi-player postal game would 
be pretty dull without it. In postal KINGMAKER 
movement had to be simultaneous in order to keep 
the game to a reasonable length anyway so players 
would not have the complete information which is 
available to face-to-face players and inter-player 
negotiation would be vital if any cooperative play 
was to take place (which it should!) In addition the 
period of history we were dealing with was a pretty 
chaotic one; communications were difficult at the 
best of times, plague (and other unmentionable 
diseases) was rife, men would not turn up for a battle 
if they had something better to do (e.g. the battle of 
Barnet which was only partially attended, much to 
the profit of local whorehouses) and uncontrollable 
events dominated any campaign. I later found I had 
correctly guessed Andrew's 'feel' of the game in this 
regard a mixture of spice, gall, subtletyand chaos. 

So 1 decided to keep secret the ownership of 
nobles. Each player would know which nobles he 
controlled and which title, office, gang of archers, 
etc. each of his nobles had. Everyone else would 
know that particular titles and offices had been 
assigned to particular nobles, but would not know 
who controlled those nobles. Everyone would know 
where each noble was at any given time but would 
have incomplete information about other players' 
hands. If player A wanted to know which nobles 
were controlled by player B and how strong those 
nobles were, he had somehow to cajole player B into 
giving up his secrets, and no doubt player B would 



put some sort of price on the information. An 
alliance would at best be an uncomfortable 
partnership and the opportunities for deceit and 
treachery were endless. 

I suppose this was rather a selfish rule 
since it made the game much more fun for me as 
gamesmaster and gave me great delight in the 
confusion it caused. At the end of the game some 
players suggested its removal and the publishing of 
more complete information; others wanted to retain 
the rule as adding desirable spice. Despite the 
opposition, 1 still believe the anonymity rule is a 
good one in the context of this game and am glad to 
see thai other gamesmastcrs agree. One might even 
call the rule vaguely realistic, it did have its 
unexpected side-effects, though; if a noble stayed 
put for a while, either because the controlling player 
wanted it to or because he had forgotten he was in 
control (which did happen) everyone was apt to 
assume that the noble was their own lost sheep, and 
for one game turn 1 had no fewer than four different 
players writing orders forthe same noble. Serves me 
right since I then had to do some careful checking 
myself. Of course there was at least one player who 
felt it would be in the spirit of the game to try to 
confuse me by deliberately ordering nobles belong- 
ing to other factions; in a way he was right— 
amongst the game's attractions are uncertainty, 
mayhem and downright dishonesty — and it kept me 
on my toes throughout. 

The postal game required other rule adjustments 
but many of these were later incorporated into the 
second edition Philmar rules and the AH rules 
anyway. Board coordinates were not used but areas 
were identified by place name (York. 2 west of 
Masham, I south of Chillingham, etc.) Movement 
was broken down into five movement phases per 
turn so players had to order their nobles' exact 
routes and could pause in certain phases of their 
choice if they did not want to use full movement. 
Battles took place when nobles of opposing factions 
landed in the same place in the same movement 
phase, and survivors could continue their ordered 
movement after the battle. Players kept me 
informed on their 'friendship' and 'trespass' inten- 
tions. Nobles of different factions entering the same 
space at the same time did not do battle if all 
controlling players had declared 'friendship' with 
each other (this led to some fine misunderstandings 
and a lot of deviousness). A noble could enter a 
town, castle, etc., controlled by another player if the 
latter had permitted 'Trespass' to the former. Battles 
were reported openly though factions were not 
mentioned and the nobles' total strengthswerekept 
secret. Nobles' titles, offices and religious were 
announced to all but holdings of ships, mercenaries 
and towns were kept secret. Six events cards (one for 
each player) were drawn at the end of each turn after 
new noble cards had been allocated; the results were 
announced openly (e.g., a noble called away to deal 
with a revolt) or secretly (e.g. a faction gettinga free 
move card) as appropriate at the end of the report 
for that turn. If two or more events cards called the 
same noble to two or more different places I resolved 
the conflicting demands on his time at random to 
determine to which one he would react. I wondered 
whether it would be possible to penalize a noble 
unfortunate enough not to be able to deal with all 
the demands upon him what would the good 
people of England think of a noble who let a couple 
of riots proceed unchecked bcause he was messing 
around somewhere else.' But I could not see how to 
levy such penalties so had to let such a noble get 
away with inefficient government. 
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[f the King were called away by events cards, and 
failing instructions to the contrary from the 
controlling player, 1 took with him the strongest 
noble from the group he was with; if that noble was 
also called away I took the next strongest, and so on 
down the line. As a converse, if the most powerful 
noble in a group controlling a Royal was called 
away, he took the Royal with him but no one else 
could go along for the ride. This ruling caused great 
fun or annoyance, depending on point of view. At 
least twice during the game the King was called 
away in one direction and all the nobles in the group 
he started with were called away in others, leaving 
the King uncontrolled and up for grabs. (The later 
version of the rulebook specifically prohibits this, I 
think to the detriment of the postal game). I ran into 
some criticism in this respect, too— but would do it 
again. As Alan Youde pointed out in his end-of- 
game comments, one of KINGMAKER'S many 
attractions is the rapid and unexpected changes of 
fortune of any one player -no one is out of the game 
until the bitter end (and perhaps this justifies the 
presence of so large a luck element in the conflict 
mechanics). This rule contributed a great deal to 
player-interest and though those who suffered from 
it thought it a bit harsh, not unnaturally, I would 
retain it in the future as an essential ingredient. 

Finally, and omitting minor rule changes and 
clarifications which will be obvious to anyone 
running the game, I adopted my usual irritating 
habit of announcing that I would invent rules to 
cover unforeseen situations as they arose, asking 
players to trust my discretion. They did —they had 
to: they had already paid the game fee . . , Actually 
there was only one such occasion —a complex 
business involving a premature calling of Parlia- 
ment and doubts about the King's Peace. 1 will 
return to this later. 

The game itself lasted sixteen months real time 
and 29 turns were played. I remember it as a 
fascinating and hilarious business and I was glad to 
see that the players agreed (despite the anonymity 
rule) in retrospect. The one problem which emerged 
in the postal game was the difficulty of bringing 
enemies to combat. As Michael von Haag put it:— 
"In face-to-face play one can decide to double-cross, 
then stab with accuracy (preferably while the enemy 
is in any case lying down). In postal play it means 
marching up hill, down dale, snicker-snacking with 
one's vorpal blade every which way — usually, in my 
case, with no result or otherwise finding I had 
inadvertently challenged some mug with a shoe size 
twice as large as mine. How to introduce an evil 
precision into the postal game I'm not sure, but I'd 
like to see it done." As for the shoe size bit, I think 
that is a risk a player must accept (and anyway the 
outcome of a battle doesn't always depend on 
relative strengths) but I wholeheartedly agree with 
the rest (and I like 'evil precision' exactly right for 
this game). Some sort of modified zone of control 
ruling, whereby a noble's influence extends to all 
squares bordering on the one he occupies, may be 
the right answer. I must brood on this and would 
welcome suggestions. 

I made several errors in gamesmastering, mainly 
because of failure to keep track of who owned which 
castle. As Bob Stuart characteristically puts it: "Was 
it not by some wet-weather wizardry that you 
prolonged the game? When you resurrected some 
noble in one of my castles, did 1 complain? When 
you dropped my best friend into the moat, did 1 not 
accept?" As it happens, 1 don't think my errors 
affected the course of the game or its outcome, but 
gamesmastering was quite a tricky job and I would 
advise aspiring gamesmasters to make sure they are 
going to have plenty of time to give the task. 

Incidentally, you musn't take Bob seriously — he 
won the game and had nothing really to complain 
about anyway. I would not however commend to 



players his early lactic of attacking unoccupied 
castles: this may serve to blazon one's strength 
abroad to other players but it is a dangerous 
business, particularly for a player who controls 
relatively few nobles. Nor would I agree with Bob's 
supposed 'advice' to future players-by-mail, written 
with tongue firmly in cheek: "Do nothing lads: 
gradually all the flower of England will be yours — 
dished out of that crown pack." It should be 
recorded that Bob rarely does what he says he 
does strong men have been known to pale on 
learning, usually the hard way and too late, the 
extent of his craft and guile. 

In my view, no postal report is complete without 
good press releases; aspiring ga mesmastcrs should . I 
believe, encourage them. From the mass of press 
releases provided for the game 1 select but two — 
they are of little relevance to the game itself, nor 
need they be, but postal gaming is an entertaining 
business and gamesmasters should encourage press 
releases of quality for the sake of sheer entertain- 
ment. First some enigmatic Welsh stuff from Alan 
Youde: 

"HARLECH: Myfanwyand Daffyd. Itisagreed, 
then. Only when and where remains to be decided. 
Bethan and Ifor may come. Iorweth," Second, a 
dramatic contribution from Bob Stuart whose 
nobles had failed to unite at Fotheringhay. as 
planned, because 1 couldn't read Bob's orders: 

Playlet — 'He Does It Again'. Scene 
Fotheringhay Castle. Hastings. Earl of Essex, sits 
with Berkeley, Archbishop of York, before the fire 
in the Great Hall. Each sharpens his dagger. 

Berkeley: What be that ringing noise? 

Hastings: Bells, 1 expect. 

Berkeley: It be that new-fangled invention the 
telephone. (Berkeley, with knowing look, answers 
the telephone). 

Berkeley: Hello. This be rightful occupiers of 
Fotheringhay. 

Caller: This be Mowbray. 

Berkeley: Where art thou? 

Mowbray: Haven't a clue. B . . . Wizard of 
Wrong Directions has been at it again. I told Wizard 
to fetch me up one west of Belvoir — silly b . . . has 
struck me in the middle of nowhere. West of 
Nottingham? That be Tutbury . . . oh b . . . 

Berkeley: Were you planning on coming to tea? 

Mowbray: Nay— was coming to belt thee one. 
Now 1 be going to Cambridge and belt him one. 

Hmmmm. 

I think it adds to the atmosphere too for players 
to name their factions. The best name in my game 
was Alan Youde's Wigan Peers, but unfortunately 
that is an English in-joke. and Michael von Haag's 
La Belsize San Merci (he lives in Belsize Park) is my 
second favourite. 

What of the game itself? Well, others' games can 
be boring for the onlooker, but anyone who wants a 
turn-by-turn account can obtain it (at a modest 
price) from me at 5 Greenlands, Red Cross Lane. 
Cambridge CB2 2 QY, England. The swing of 
fortune in a postal game seems for some reason 
more marked than in facc-to-facc games. Perhaps 
this is because of the tempo generated by the 
simultaneous movement and the simultaneous 
effects of six events cards. But I for one enjoy the 
postal version more than the face-to-face, par- 
ticularly if there are four or more players. The 
problem with all sequential movement multi-player 
games is for each player to maintain interest while 
awaiting his next turn; happily this problem is 
absent in the postal version. It is important to 
maintain the pace of the game, first by insisting on 
short periods between moves, during which time 
players must conduct their diplomacy and plan 
strategy, second by ensuring swift adjudication; 
nothing kills a postal game more effectively than 



lengthy delays by the gamemaster between the 
deadline date and the mailing of reports to players. 
The sheer momentum of an on-going 
KINGMAKER keeps interest alive even in players 
whose fortunes arc currently at low ebb, and that's 
the way it should be. 

1 believe there is still some unresolved confusion 
about Parliament in the postal game and can best 
demonstrate this by reference to one incident in my 
game which nearly caused some harsh words 
between Mick Bullock and myself. Right at the start 
of the game (and working only from the first, very 
inadequate, rulebook) 1 had ruled that Parliament 
could be called at the end of the turn in which the 
King and the noble from the supporting faction, 
summoned by writ, reached the designated Parlia- 
ment venue; the actual handing out of cards from 
Chancery would take place at the end of the 
subsequent turn. This gave other nobles one turn to 
get to Parliament by normal movement if they 
wanted a chance to get some goodies. Two 
Parliaments had been successfully held by this 
method when on turn 22 Mick Bullock, who had a 
long suit in nobles and who controlled the King but 
who had little in the way of titles and offices, sent his 
six nobles with the King to Chichester and 
summoned Parliament there. The trouble was that 
the writ was served on Bob Stuart's Bourchierwho 
wasn't in Chichester at all but was somewhere down 
near Pevensey. This meant that Mick had been a bit 
premature in his announcement (and perhaps I 
shouldn't have printed it) so 1 pointed this out to the 
players, saying that I would confirm in the report on 
turn 23 whether Parliament would be held or not 
and that any cards would be distributed at the end of 
turn 24. 

In turn 23 Mick compounded his error by 
moving his six nobles and the King away from 
Chichester to Farnham, instead of awaiting the 
promised arrival of Bourchier at the Parliament 
venue. Bourchier arrived in due course, but finding 
neither King nor King's peace in Chichester, slew 
Talbot (Clive Booth in possession — another of 
Clive's bad turns of fortune) who had arrived 
expecting peace and goodies but finding only an 
untimely end at Bourchier's blood-stained hands. I 
reported all this and said that Parliament would be 
held in Chichester on turn 24 as announced so long 
as the King returned there: if not there would be no 
Parliament and no King's Peace. My logic, in 
respect of turn 23 or turn 24 for that matter, said 
that the King's Peace couldn't be in Chichester if the 
King himself was elsewhere. 

Turn 24 was, for Bob if no one else, the high spot 
of the game. Having no intention of going to 
Parliament or any other such silly business, Bob 
ordered his force north out of Chichester to meet 
Mick's six nobles and the King who were duly 
heading south again. Despite having six nobles, 
Mick's total strength was only 120 against Bob's 
strength of 260 in three nobles. The outcome — six 
dead nobles, Hastings in control of the King, no 
Parliament and no King's Peace again (which 
surprised the two nobles in Chichester into 
attacking each other, this time with no result). One 
of the bloodiest turns of the game, and the one 
which almost certainly secured Bob's eventual 
victory. 

I have pondered long and hard about this series 
of events and my rulings. Was the writ, despite its 
premature issue, effective enough to keep Bourchier 
waiting for the King in Chichester until the latter 
decided to turn up — in other words was Bob 
allowed to move his Bourchier, Hastings and Percy 
out of Chichester to intercept the King? Was Mick 
right to expect the King's Peace on his way to the 
Parliament town, one turn late, if the King wasn't in 

Continued on Pg 9, Column 2 
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POSTAL KINGMAKER MECHANICS 



Will McCuUam goes Don Turnhull one better 
and spells out the postal KINGMAKER rules he 
uses in his fan 'line J PP. He even goes so far as 10 
provide us with a postal version of the map with 
named areas ami sea squares which should be of 
interest even to KM players with no plans to defy the 
postman. 

An undeservedly neglected masterpiece, 
Huizinga's The Waning of the Middle Ages is the 
best source for background to KINGMAKER. It is 
the synthesis, the crystallization of a lifetime of 
work at the University of Leyden in the field of 
history of that period. (Most public libraries have a 
copy or two). Huizinga's central thesis is the 
contrasts in medieval life. In other words he believes 
that people experienced life more intensely because 
of the contrast between bodily cold and comfortable 
warmth; hunger and well-fed; sickness and health; 
love and rejection. The waning of the middle ages is 
seen as a process of erosion of the distinctions 
between those extremes. Certainly the return of the 
summer sun and the exquisite perception of spring 
no longer move us as they once must have done. 

At that time, society distinguished a superior 
class known as the nobility or aristocracy. It is 
commonly held that thisdistinction is based on land 
tenure, but it does not seem unfair to postulate that 
the real basis for the distinction of nobility was 
grounded in the willingness of certain individuals to 
face death. An aristocrat thus is someone who is not 
afraid of death for honor or loyalty or even sport. 
More to the point, an aristocrat is someone who, in 
an age of violent extremes, is ready to exchange the 
perception of life for the stone cold tomb. 

The young Pole, Duke of Suffolk, wasted with 
sickness, could barely stagger to the front line in his 
battle armorat the battle of Agincourt, Subsequent- 
ly he was cut down in the first French onslaught. Yet 
his place was with his King in the line. He was Duke 
of Suffolk because he was in the line and died and he 
died in the line because he was Duke of Suffolk. To 
our minds it is almost inconceivable that a man 
would throw away his life in this fashion; it is no 
longer chic; it embarrasses the modern mind; yet 
these are the rules of the game. 

It is this boldness, resolve, confidence, or 
willingness to accept risk which can make 
KINGMAKER a really exciting game, but which is 
too often lacking. Postal games, at least in the 
States, particularly suffer from timidity, some of 
which may be due to unfamiliarity with the rules, 
which are different from most "war games". 
Hopefully this will change since now postal 
KINGMAKER has about as much excitement as 
checkers matches between seven year olds. One of 
the seemingly least understood rules is the loyalty 
tables for killed nobles, which allows their family to 
replace subject noble, effectively returning the lost 
unit to the player. 

On the other hand, perhaps KING MA KER isn't 
really a war game at all. Certainly there are a 
multitude of alternative winning strategies. The 
original form of each game is determined by the 
distribution of "Crown Cards" in some random 
fashion. These cards represent nobles, titles, offices, 
ships, mercenaries, and the like. The possible mix of 
12 random cards is practically infinite. Even 
relatively weak nobles can be assigned an enobling 
title card, changing their characteristics and 
opportunities. Essentially each 'hand' is played 
differently. 

In postal play there is very little resemblance 
between games played in different V.ines since there 



By Will McCullam 

is no convention yet on the distribution and holding 
of these Crown Cards. The big difference is in 
whether the cards are held 'blind' or not. Don 
I urnbull's first postal game in the U.K. started the 
convention of holding all crown cards blind, that is, 
no player knows who owns any nobles in play, 
except for his own. Most U.S. Vines have followed 
this practice, however, JJP identifies all cards in 
play and only blinds crown cards held unassigned. 
i.e. not in play. Also, it has been customary to 
augment an original distribution of say, 12cards. by 
periodic distributions from the crown deck, but 
Beaucoulton has recently initiated the practice of 
distributing all crown cards at the commencement 
of play. There are only minor differences among the 
various Vines apart from the above, such as 
distribution of event cards, or whether the earlier 
"English" or newer Avalon Hill version is used. 
Apparently there is still some snob appeal in owning 
and even playing postally the former, which is silly, 
since the AH version is a much better game. In any 
case, these are questions of detail compared with the 
cited differences in crown card distribution and 
holding; which have a really profound effect on the 
course of the game. 

Well, we have drawn a 'hand'; what now? 

Some cards, of course, are far stronger than 
others. The office: "Chancellor of the Tower ol 
London", for example, not only confers control of 
London, and King Henry, but also an enormous 
army. However, all of these advantages do not of 
themselves confer victory. Rather the contrary, for 
the inherent security one feels with this position is 
more spurious than real. This relates to the other 
players. For face-to-face play, it seems that the ideal 
number of players is lour; five for postal play to 
compensate for missed moves. Too many players 
results in impossibly weak factions. In this situation, 
the above becomes almost an automatic position. 
At the same time, the above can become a most 
dangerous position in postal play, since it will be 
assumed that the Chancellor is in play and anyone 
venturing near London will be suspect — and hence 
ganged up on. It is vital to be aware of what your 
opponents have; or what cards are in play; 
frequently it is more useful to deny them oppor- 
tunities than to develop your own hand. For 
example, it is always better, when given the choice, 
to capture a city controlled by an opponent, then to 
capture a neutra I city. The former not only gives you 
four votes in parliament, but almost as important 
steals lour away from the enemy. Even a card such 
as the Warden of the Northern Marches, which is 
considered a weak card, since the holder is called to 
the north frequently by event cards can be the basis 
for a strong position. The north is not favored; yet 
there are four towns north of the Tees available to 
the Warden, that's 12 votes, and a further four 
towns and one city north of the Trent. A grand total 
of 28 commons. This may be a unique advantage; 
for the Chancellor of England really cannot be 
risked besieging towns, whereas othercardsare well 
adapted to this endeavor. The vital point is to suit 
your strategy to the potential which exists within 
your hand. For someone with a bunch of untitled 
nobles, ambushes may be particularly profitable; if 
a 10 point noble ambushes another worth 300; the 
odds are either 6-1 by the die, or 10-1 against by the 
event cards; whereas the payoff is 30-1. 

Surprisingly few problems seem to have arisen in 
postal play. Notably the seeming invincibility of the 



Name Grids for use in Postal KM 


HOME COUNTIES 


NORTHUMBERLAND (No. oi R lees) 


1 Widmerpiuil 


1 Otterburn 




2 Grimsby 


2 Hexham 




2A Grimsby 


3 Dunstanhurgh 




3 Wolvcrhympion 


4 HI odd en 




4 Evesham 


5 Solway Moss 




5 Bosworlh 


A Clifton 




6 Slumlord 


7 Wigton 




ftA Deshorough 


8 Alston 




7 Market Deeping 


9 Weiiieral 




K Long Sutton 


10 Brampton 




9 Wisbech 


II Bellingham 




10 Aylsham 


12 Peel Feel 




J! Beverley 


13 Sunderland 




12 Rushden 


14 Gateshead 




1.1 Huntingdon 


15 Wolsinghum 




14 Peterborough 


16 Consell 




15 Guvhirn 
In Outwcll 


THE MIDLANDS (Trent to lees) 


17 Ely 


1 Morccambe 




2 Newton 




IK S. Ives 

[y Lowestoft 


3 Clapham 

4 Settle 




20 Ledbury 


5 Hellifield 




21 Banbury 


6 Buckden 




22 Buckingham 
2.1 Aylcshurv 


7 Patelcy Br. 




24 Bedford 


8 Grassington 




25 Dunstable 


9 Ripon 




26 Gloucester 


10 Egremonl 

1 1 Borrow Dale 




27 Newport 


12 Shap 




2H Cirencester 


13 Wicliff (No. Ricr 


moral) 


29 Rampion 

30 Salfron-Wiilden 


14 Ravenglass 




31 Marlborough 


15 Hawkshead 

16 Kendal 




32 Reading 

33 Chelmsford 

34 Soulliend 


17 Reeth 

18 Darlington 

19 Yarm 




35 Waichei 


20 Stockton 




3ft Glastonbury 


21 Scarborough 




37 Stonehenge 






3K Basingstoke 


22 Longndgtf 

23 Burnley 




39 Guildford 


24 Bramham Moor 




40 Wilton 


25 Leeds 




41 Yeovil 

42 Sherburne 


2f\ Shipion 
27 Blackburn 




43 Blandtord 


2K Barup 




44 Cashmere 






29 Halifax, 




45 Ringwood 

46 Lymington 

47 Aldershol 


30 Liverpool 

31 Wigan 

32 Manchester 




4K Pclersfield 


33 Ash i on 




49 Rcigatc 






50 Dorchester 


34 I'enisione 

35 Doncaster 




51 Lyme Regis 


36 Macclesfield. 




52 Bognor Regis 


37 Flash 




53 Brighton 


38 Sheffield 




54 Lewes 

55 Tunbridgc Wells 


39 Bakewell 

40 Southwell 

41 Ripley 




SEA SQl ARES. 






1 North Channel 


WA LES 




2 Morecamhe flay 


[ Colwvn Bay 


31 Abergavenny 


3 Sol way 


2 Hint 


32 Monmouth 


4 Ballyleige Bay 


3 Nevin 


33 Haverford 


5 Irish Sea 


4 Pcn-Y-Groes 


34 Bryn M;imm;m 


6 Kibble 


5 Bcttws-Y-Coed 


}5 Armm Antord 


1 S. George's, Channel 6 Bycchaw 


36 Ponlvpridd 


K Cardigan Bay 


7 Mold 


37 Caerphilly 


9 S. DavidS Head 


8 Bala 


38 Raglan 


10 Carmarthen Bay 


9 Ruthin 


39 Kidwelly 


1 1 Liindy 


10 Wrexham 


40 Llan Tu^ant 


12 Bristol Channel 


II Dulgelley 




13 Seilly Straights 


12 LlannwcbJIyn 


DEVON 


14 Cornwall Bay 


13 Cross Foxes 


1 lllfraeom.be 


15 Lyme Hay 


14 Owswestry 


2 Lymon 


16 Guernsey 


15 Machynnllcih 


3 Buck's Cross 


17 1 or Bay' 


16 Newton 


4 Barnstaple 


IX Jersey 


17 Welshpool 


5 Tomnglon 


19 Solvent 


IB Much Wcnlock 6 Chulmlcigh 


20 Eng. Channel 


]9 Aberystwyth 


7 Tiverton 


21 Beachy Head 


20 Ponterwyd 


K Boscastlc 


22 Bay of The Seine 


21 Mortimer's Cross 9 Holsworthy 


23 Straits of Dover 


22 Lampeter 


10 Torquay 


24 Dieppe 


23 Llandovery 


1 1 Fraddou 


25 The Downs 


24 Lly&wen 


12 Liskcard 


26 Holleslcv Bav 


25 Vowehureh 


13 Launeeslon 


27 Akteburgh 


26 Fishguard 


J4 Bridestowe 


28 Yarmouth 


27 Carmarthen 


15 lavistock 


29 The Wash 


28 Handyssul 


1ft Camhornc 


30 North Sea 


29 Merlhyr 


17 Falmouth 


31 Firth of Forth 


30 Tydfit 


18 Li?ard Point 
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Dukes of York and Lancaster cards, in jjp games, 
neither is considered responsive to the loyalty table 
and once killed, are considered to remain dead until 
the heir or King associated with them is killed. JJP 
has published a map assigning names to all the 
blank spaces. This is also used by Beaueoullion 
however, the map is really more complicated than 
necessary, and the number of squares could be 
reduced by half without changing the character of 
the game. Unfortunately the advanced battle rules 
are not used much. No doubt they seem complicated 
when compared with the easier stacking and odds; 
however, they are very reasonable and add a degree 
of versimilitude that is otherwise lacking. 

Hopefully a more aggressive spirit will soon 
become evident in postal play: at least the thing 
seems more enjoyable bashing heads. 

The following is believed to be a complete list of 
current publishers of KINGMAKER postal Vines 
in the U.S. 

The Ninth Circle— H.5Q— David Bunke, 5512 
Julmar Drive. Cincinnati, Ohio 45238 

A HI K S— must be 21 or over to join — Omar 
DcWitt, 547 Riverside Drive. Elizabeth. N .J. 07208 

Khazatt Dum — The oldest Kingmaker Vine in 
the U.S.— William A. Clumm. R.R. #1. Amesville. 
Ohio 45711 

Beaucouiltion— $4 -Dick Trtek. 2728 SE Main 
St.. Apt. I, Portland. Ore. 97214 

JJP— $6— Will McCullam. Fairmount Rd., 
Newbury, Ohio 44065 

Canterbury Tales -Plavers only Stephen 
Hall, 4405 South 36th St.. Arlington. VA 22206 

HOUSERULES FOR POSTAL KINGMAKER 

Advanced battle rules will not be used. The 
Gamcsmaster, henceforth called Herald shall be the 
sole arbiter of play 

There shall be five players, each receiving 12 
crown cards, which will be identified asbelongingto 
each player. Initial dispositons shall be published 
separately and additional distributions of crown 
cards made throughout the game. These latter may 
be blind, that is held secretly by the players, however 
once assigned or put into play, they shall be 
published as belonging to the appropriate player. 
Only one event card, applicable to all players 
shall be drawn each turn. Non-event cards (such as 
Free Move) shall be assigned to a player and 
another drawn, until an event card is drawn. 

Players who fail to submit moves shall forfeit 
their turn, and any player who misses two 
consecutive turns shall be liable to forfeit all crown 
cards. 

All play will be simultaneous, by phase: 1) 
Ransom Execution; 2) Movement: 3) Combat: 4) 
Assignment of Crown Cards. If a parliament is 
called, it shall substitute for the combat phase. 

If two or more players order their units to a 
fortified position or other identical objective then 
the player whose units a re closest shall be considered 
to have priority. Ifbothplaycrsare equidistant from 
identical objectives, then land movement shall have 
priority over sea movement, and the larger force 
over the smaller. Road movement shall be con- 
sidered as one square distant. If two players order 
their units to identical fortified objectives and the 
priority force achieves his objective, then the second 
player shall be placed in the open adjacent to the 
objective. If, however, the first player fails in his 
siege, then the second player shall be deemed to have 
an opportunity to besiege the place, without having 
to contest with the force of the first player. 

All movement orders shall be specific and 
referenced to attached map. stating place of 
beginning, intended path, and final destination by 

Continued on P}>. 9. Column 2 
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KINGMAKER RULES EXPLANATIONS 



By Mick Uhl 



After a two year existence in America, 
KINGMAKER still retains a large popularity and 
even "cult" status as evidenced by the large 
registration for the KINGMAKER tournaments in 
the last two ORIGINS conventions. Being the 
chairman of both tournaments, as well as the 
developer of the game, I began to discover several 
common misconceptions and misinterpretations of 
the rules. In part, this is a result of the "assump- 
tions" developed from the English version, and in 
part due to the compromise nature of the rules, 
which tend to be short lorgeneral consumption, but 
carefully worded for completeness. Asa result, there 
is too much emphasis on individual definitions of 
key words and phrases. If one person"s or club's 
definition is incorrect, the eventual interpretation of 
the rule is the same This article hopes to clear up 
most of these misinterpretations. Omissions in the 
rules will also be listed. 

1. In two areas of the board, it is difficult to tell 
whether a road is blocked by or bypasses a town. 
These two locations are at Shrewsbury and London. 
Considering the effect of "payability" and "play 
enjoyment'", 1 feel that both Shrewsbury and 
London control all roads running into their square 
and hence block all movement through the square 
along these roads. 

2. a. There has been some difficulty determining a 
noble's capabilities in alliance. To clarify this, it is 
extremely important to understand the sentence. 
"IMPORTANT: No counter (Noble, royal heir or 
ship) can ever move or attack in more than one 
round in a turn" on page 9 of the rules. This sentence 
means that a noble who movesand, orattacks in his 
turn cannot do either in another player's turn in the 
same round, even if there has been an alliance 
formed in between. A noble can defend in his turn, 
then ally and defend again with the allied noble(s)in 
another turn of the same round, though. The 
alliance must be made before the attack is 
announced in order for the alliance to apply in 
defense. In subsequent rounds, the allied nohlescan 
move and attack together by choosing one overall 
commander for each group operating together. A 
commander is not needed for allied nobles to defend 
together. Unfortunately, a contradiction to this rule 
appeared in my Development Notes in the 
GENERAL 13.3. question 13. and should be 
disregarded. 

b. It is not necessary to choose an overall 
commander when making an alliance. It is necessary 
to do so, though, if any of the allied nobles arc to 
move and attack together (not defend). A com- 
mander, once chosen, can only be voluntarily 
changed if all the nobles to operate under the 
commander arc present in the same square. 

3. To implement the Optional Victory Conditions, 
it is essential to have a majority of the total \ote in 
Commons, not just a majority of the vote in play or 
in attendance. This is a fixed figure of 79 votes. This 
is not true in the Lords, there it is only necessary to 
have a majority of the vote in attendance. 

4. Because of the cut of the map, it is difficult to 
determine whether a ship can sail around Penzance 
in the southwest tip of England. Of course, a ship 



cannot sail around Scotland on the northern edge of 
the board, but a ship can sail around Penzance, 
Consider the town enclosed in one sea square. 

5. There still seems to be difficulty in determining 
from which sea square to enter a port. Consider each 
coastal sea square as a four-sided figure of which 
one or more sides are coast. A port that is located 
along that section of coast can only be entered from 
that sea square. Therefore the same section of coast 
cannot form the side of more than one coastal sea 
square. The problem is in determining within which 
section of coast some ports are located. The sea 
square whose coastal border is closest to the anchor 
symbol of the port in question is the correct square. 
There are two exceptions. Calais borders the sea 
square at F-6 and Pevensy borders the sea square at 
G-5. It is recommended, as an aid. to take a red 
marker and color a section of the white coast closest 
to the port to indicate itscxact location. Note above 
the letter "R" of Rochester that there is a black line 
breaking the Thames estuary to London. That 
should be taken as a separation of the sea lane into 
two squares. It would therefore take a complete 
move of 5 squares to move out of the port of Caister 
into the port of London. It is appropriate to remind 
you at this point that the town of Preston is a port. 

6. Some question has also arisen as to whether an 
attacking force is immune to capture if it attacks. 
This is not true. If a force of 50 attacks a force of 100 
in battle and a majority, 5 to 4, 3 to 2 or 2 to I result 
is chosen the defender wins the battle and captures 
the attacking force. 

7. Some people have questioned exactly what 
areas on the game board are defined as part of 
England. All islands and land masses except the 
continent and Calais, Scotland and Ireland are part 
of England. 

8. Another frequently asked question is who can 
be forcibly summoned to Parliament by a "writ". 
Any noble on land or at sea as well as on the 
mainland can be summoned. Passengers at sea can 
only ignore "Raid and Revolt" and "Embassy" 
cards. A noble "under siege" or on an island without 
a ship cannot respond to a "writ". A ship can be 
loaned, voluntarily or involuntarily, to bring the 
noble to Parliament only if that ship has not moved 
at any time previously during the round. This is to 
comply with the "one move per round" rule as stated 
in 2a above. I think an additional restriction is in 
order. A noble in refuge on the Continent or in 
Scotland (see Optional Event cards in this issue) 
cannot be summoned by "writ" whether a ship is 
available or not. 

9. Nobles summoned to a fortified city or town for 
Parliament do not have to be in the town or city (i.e. 
ignore "Plague") to attend. Any nobles in the 
friendly faction may enter, though. 

10. One final question often arises. What happens 
to a ship(s) carrying passengers which is forced into 
an unfriendly or neutral port, and a siege cannot be 
conducted or is unsuccessful. The passengers end 
the turn in the square in the open, but the ship(s) 
itself must remain in the port until the port becomes 
friendly 
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MORE KINGMAKER 
SURPRISES 

NEW EVENT CARDS FOR KINGMAKER 



By Mick LIhl 



Mick Uhl is the fellow who sold the brass at 
Avalon Hill on the merits of KINGMAKER— 
mainly by playing it night and day nonstop for 6 

weeks until we agreed to publish it hmmin, 

do I see a pattern developing here— first 
KINGMAKER, now RAIL BARON. Who is that 
masked man anyway'.' As developer of the 
American, thai is to say Avalon Hill, version of the 
game Mick is the logical guy to pass judgement on 
add-ons and variations of the popular multi-player 
game. Besides, he has to answer the nut mail anyway 



Across the table sits the last remaining varlet 
between you and the throne of England. That is, 
between your Royal heir and the throne of England. 
You, of course, will serve in an advisory capacity 
only. Little does this scurrilous cad know, but two 
months earlier you made a secret compact with 
Percy (i.e. you drew his noble card from the Crown 
deck a couple of turns ago) to aid in the cause of 
your claimant (i.e. you are about to play the card) in 
order to crush his faction (i.e. with Percy you've got 
a 4 to 1 majority) and triumphantly enter London. 

But wait! You have analyzed your plans to the 
last detail. Nothing can go wrong. So why is this 
pheasant (i.e. English turkey) smirking and 
laughing in your face? You just drew a "Treachery" 
card from the Event deck and have lost Percy to the 
Crown deck. A "Treachery" card? Where did that 
come from?! 

Hear Ye! Hear Ye! Are you tired of seeing the 
same old plagues? Does watching your best noble 
answer the same Raid and Revolt (don't those 
peasants ever take time out for a meal) provoke a 
strong desire to do some raiding and revolting of 
your own on the Event deck. Well, your troubles are 
over. Now available for the first time is an 
alternative. Try stuffing the Event deck with some 
new surprises. 

Presented herein are new Event cards that you 
can add to the Event deck to rejuvenate your 
KINGMAKER game. We suggest, however, that 
you warn your opponents of these additions before 
starting play or you may just find a sudden 
escalation of the war to a more modern setting. 

These new Event cards are a result of the 
suggestions of three people, Stephen P. Herchak, 
Craig Ransom, and Arnold Blumberg. These cards 
will be, basically, handmade although players may 
adapt blank Event cards in their game or purchase 
new sets of these special Event cards plus blank 
cards from AH. The new Event cards are shuffled 
into the Event deck and utilized like the others. The 
number and type of each new Event card to be used 
is up to you. A recommended number of each type 
has been included in the description, although it is 
not a mandatory Figure. Feel free to experiment with 
this and any new ideas you might have. Write and 
tell us how it goesand include any of yourown ideas 
that have proved popular. 

1. Treachery card (Stephen P. Herchak) 
The player who draws this card must return one, 
two or three Crown cards held in his hand (i.e. 
unplayed cards in hand) to the Crown deck. These 
cards are chosen while face down by the player on 
the left and are not revealed to anyone. If the player 
holds less than the number to be removed, the excess 
is ignored. 



There are three types of "Treachery" cards; one 
listing one Crown card to be removed; one listing 
two Crown cards to be removed; and one listing 
three Crown cards to be removed. One or two cards 
of your choice should be shuffled into the Event 
deck at the start of play. 

2. Gales at Sea card (Stephen P. Herchak) 
When this card is drawn, all ships currently at 

sea are sunk and all nobles and Royal heirs aboard 
arc lost. The ship cards of the sunk ships are 
returned to the Crown deck and their ships removed 
from the board. The ships of the Warden and the 
Admiral are not removed, but placed in their home 
port (listed on the card). The Admiral and Warden 
office cards are not lost. All nobles aboard and their 
awards are returned to the Crown deck or the 
Chancery and the Royal heirs are removed from 
play. It is suggested that only one or two of these 
cards should be placed in the Event deck. 

3. Refuge card (Arnold Blumberg) 

Rather than allow a noble and Royal heir in the 
Advanced game unlimited stay in Ireland and the 
Continent, permit only the Lieutenant of Ireland 
unlimited stay in Ireland. Any noble or nobles and 
any accompanying Royal heirs may stay in Ireland, 
the Continent or Scotland only if they play a 
"Refuge" card. On the "Refuge" card is listed the 
number of turns that a noble(s) and Royal heir(s) 
may stay in refuge. Once the time of refuge has 
expired, the nobles and Royal heirs must either 
leave or be lost. Nobles and their awards are 
returned to the Crown deck or Chancery and Royal 
heirs are removed from play. 

When drawn, a "Refuge" card is retained in the 
same manner as a "Free Move" card. It can be 
traded. It is played just like a "Free Move" card 
during the movement portion of the player's turn. 
Any number of nobles and Royal heirs in a faction 
may take advantage of the refuge as long as they 
move to the same location (i.e. Scotland, Ireland or 
the Continent) in the same turn that the "Refuge" 
card is played. Additional nobles and Royal heirs 
cannot take advantage of the refuge after the turn 
that the card is played or if in another location. Only 
one group may be in refuge in one place at one time. 
Combat cannot occur on the Continent or in 
Scotland. It may occur in Ireland. 

There are three types of "Refuge" cards 
available; one for three turns, one for five turns and 
one for seven turns. Any number of each may be 
placed in the Event deck at the players' discretion. 
The number of turns of refuge should be kept secret 
and only revealed on the turn that the noble(s) and 
Royal heir(s) must leave. A finger or thumb over the 
number is sufficient to hide this information. When 
the time of refuge is up or when all of the nobles 
prematurely leave the refuge, the card is returned to 
the discard pile. Nobles in refuge cannot be 
summoned to Parliament although they may go 
voluntarily. Scotland is considered a port in the 
same manner as the Continent and Ireland. Once a 
noble leaves refuge, he cannot return until another 
"Refuge" card is played. 

As an additional and optional function of the 
"Refuge" card, include the islands of Anglesey 
(Beaumaris), Wight (Carisbrooke), Man (Douglas) 
and the Calais square as places which can only be 
occupied with a "Refuge" card. Exceptions would 
include unlimited refuge without use of a "Refuge" 




card for Stanley in Man, for the Captain of Calais in 
the Calais square, for the Treasurer of England in 
Anglesey and the noble awarded Carisbrooke for 
Wight. Any other noble to enter one of these island 
squares would need a "Refuge" card. Nobles can 
enter one of the refuge location without a "Refuge" 
card in order to besiege the town or castle in the 
square, to attack a force in the square {not allowed 
in Scotland or the Continent) or to capture a Royal 
heir. They must leave the next turn after the siege, 
battle or capture has been resolved. The force can 
and must leave whether they control the port or not. 
A ship cannot voluntarily enter a refuge port due to 
storms at sea unless it is the only "closest" port. 

Permit nobles the ability to cross from the 
mainland into Anglesey (Beaumaris) if they start 
their turn adjacent to that square, (i.e. in the 
Caernarvon square) 

4. Vacillating Allegiance card (Arnold 
Blumberg) 

Any number of these cards may be placed in the 
Event deck. The drawer of this card during the 
Event Phase immediately loses the use of one noble 
for one turn. The noble affected cannot attack in 
that turn. The noble affected must be determined 
randomly. Any system may be utilized. A suggested 
method would be to take all of the noble cards of the 
player and mix them up. Have another player 
choose one of the face down cards to determine the 
vacillating noble. The noble cards are then returned 
to their awards. 

If the card is drawn while determining the result 
of combat, one of the nobles of the weaker of the 
two factions involved in the combat must either 
return home before the battle or siege, or im- 
mediately switch allegiance to the opposing faction. 
After the noble is randomly determined, the odds 
are readjusted and a die is rolled utilizing the table 
below. A noble who is to return home must 
immediately be placed on one of his home castle(s) if 
friendly, or the closest friendly town, city or castle if 
unfriendly. A noble who switches allegience is given 
to the opposing faction with all of his awards. The 
noble now operates with and is part of the opposing 
faction. 



Return 
Home 
Switch 
Allegiance 



Majority 5-4 3-2 2-1 3-1 4-1 

1-6 1-5 1-4 1-3 1-2 1 
— 6 5-6 4-6 3-6 2-6 



Combat must continue and after the dispositon 
of the vacillating noble is determined, a new Event 
card is drawn to determine combat. A noble who 
switches allegiance may be added into its new 
faction's strength for the combat. 

A "Vacillating Noble" card is ignored if the 
affected faction has only one noble in play during 
the Event phase or one noble in combat during the 
Combat phase. 
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5. Catastrophe card 

When drawn, this card affects all nobles in play 
and any who are subsequently put into play during 
the period of its influence. While this card is in 
effect, all strength given to a noble by office, 
bishopric or title only is temporarily lost and not 
counted for strength. When the period of its effect is 
over, the "Catastrophe" card is returned to the 
Event deck and the nobles immediately regain their 
full troop strength. All garrisons (town, city and 
castle) are not affected. 

Titled nobles do not lose any strength due to 
their title. Only strengths awarded by a title card are 
lost. 

There are three types of "Catastrophe" cards; 
one for one round duration, one for two rounds 
duration and one for three rounds duration. The 
round begins on the turn of the draw. If a 
"Catastrophe" card is drawn while another is in 
effect, the card must still take effect on the turn of its 
draw. There is no additional penalty if two or more 
"Catastrophe" cards are concurrently in play. It is 
suggested that one or two cards of the players' 
choice should be placed in the Event deck. 

The reasoning behind the inclusion of this type 
of card is based on the overriding effect of 
uncontrollable events on the course of history, 
especially during medieval and early renaissance 
periods. Any type of catastrophe, natural or 
otherwise, could reduce a noble's power to the bare 
minimum of his own personal entourage. These 
cards represent catastrophes and events of such an 
overriding nature to preclude the effective 
maintenance of large field armies by the nobles. Of 
course, as soon as the catastrophe or event passed, 
the war resumed at full strength. 

6. Royal Death card (Craig Ransom) 

The player who draws this card rolls two dice 
and consults the table below to determine the 
natural or accidental death of one Royal heir. If the 
Royal heir chosen has already been removed from 
play, do not roll again. It is recommended that only 
one card be placed in the Event deck. 



THE GENERAL 



Basic Game 

2. George of Clarence 
J. Richard of Gloucester 

4. Richard of Gloucester 

5. George of Clarence 

6. Edward of Clarence 



Henry VI 

Margaret of Anjou 
Edward of March 
Richard of York 
Richard of York 



12. Edward of March 



Advanced Game 

2. Edmund of Rutland 

3. Richard of Gloucester 

4. Edmund of Rutland 

5. Margaret of Anjou 

6. Richard of York 

7. Henry VI 

8. Edward of March 

9. George of Clarence 

10. Edward of Lancaster 

1 1 . Richard of Gloucester 

12. Edward of Lancaster 



Here are some points to remember. The effect of 
these new Event cards are ignored (except 
"Vacillating Allegiance") if they are drawn during 
combat resolution. All cards, once their effect is 
over, are returned to the Discard Pile. All cards 
which are returned at the same time to the Crown 
deck must be mixed when placed at the bottom of 
the deck so that no one knows their order. When any 
of these cards are picked to resolve combat, utilize 
the Advanced Nobles Killed table to determine the 
nobles killed. The battle odds should be distributed 
equally among the cards; e.g. if you add 10 new 
Event cards to the Event deck, two should have a 4-1 
majority, two should have a 3-1 majority, etc. 
"Vacillating Noble", and "Refuge" Event cards 
should not have any combat result printed on the 
card. 
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AND STILL MORE 

KINGMAKER 

SURPRISES 



Ever wonder how the original descendants play 
KINGMAKER',' Here are some ideas that a British 
games club used to put some variety into their 
KINGMAKER games. Included, too, are 
suggestions submitted by other gamers. Try any or 
all of these suggestions, or some of your own. 
Experiment. You may find the formula that will 
again make KING MA KER the most popular game 
on your shelf. 

Personally, 1 feel that experimenting is a healthy 
approach to the type of game that KINGMAKER 
represents. Although the tournament level, struc- 
tured, one on one play that most AH wargamers 
employ, precludes variation and variants; multi- 
player, diplomacy-type games such as 
KING MA KER a nd DIPLOMA C ¥ , thrive upon it. 
If these new ideas show a definite increase in play 
excitement, they could possibly be incorporated 
into a future printing of the rules as "optionals". So 
try any or all of them out and let us know how they 
work for you. 

1- (Derek Carver and the British games club) "We 
have found that the game frequently lacked "drive" 
due to insufficient men. Not enough mercenary 
troops were around to encourage open coutry 
battles for the sole purpose of strengthening one's 
hand. It was assumed that anybody owning a town 
could raise some form of force but with low morale. 
So let the ownership of a town card provide 20 
additional men. Bristol would give 30 men. Castles 
would not have any troop bonus. These men are 
useful only in attack. They have no defense value. 
From this it can be seen that even the most 
insignificant noble can appear strong. This en- 
courages exciting contests beca use even if an attack 
fails or is delayed due to bad weather, a counterat- 
tack will almost certainly succeed due to the low 
defense of the assemblage. The levies are not taken 
into consideration when calculating ship capacities. 
The town forces, therefore, cannot be used on an 
island, in Calais, the Continent. Ireland or Scotland 
(see Optional Event cards article in this issue.). This 
troop bonus is only associated with towns named on 
town cards. Town cards gained by capture must be 
awarded to one noble involved in the siege when 
utilizing this rule." 

2. (Derek Carverandthe British games club) "Most 
people agree that the regularity of PLAGUE is 
unnatural. Therefore, we operate that each time an 
Embassy card is drawn, the entire deck of Crown 
cards are reshuffled (adding the Discard Pile). This 
does away with the predictability." You may also 
wish to reshuffle the crown deck after every 
Parliament. 

3. (Derek Carver and the British games club). One 
of the most serious drawbacks in play is the 
initiative to attack (or lack thereof). Therefore, 
allow a player whose faction successfully defeats 
one or more nobles in another faction by battle or 
siege to take the defeated player's next draw from 
the Crown deck when it occurs. This reflects the 
increase in power of the victorious faction and loss 
of power of the defeated faction. It also is an 
additional incentive to attack. 

A future draw from the Crown deck can also be 
an incentive in Ransom. Allow the defeated player 
to trade one or more of his future draws from the 
Crown deck as a bargain for Ransom. If it is agreed 
upon, the capturing nobles may hold on to the 
ransomed noble or Royal heir until his ransom is 



By Mick Uhl 



fulfilled (i.e. the Crown cards drawn) and then, he 
must be freed. If the ransomed noble is recaptured in 
a subsequent battle before all of the ransom is paid, 
the ransom can be ignored (the defeated player, as 
an act of good faith and friendship, can still go 
through with the bargain). If the noble is not 
executed on the turn of capture, he cannot be 
executed at all (until recaptured after being set free). 
A faction is not required to hold the captured noble 
or royal heir, it is the controlling player's choice. A 
noble left alone is immediately freed. A noble or 
Royal heir cannot be moved in more than one turn 
in a round (i.e. a noble heir cannot be moved by the 
capturing faction, freed, and then moved by the 
controlling faction in the same round). 
4. (Derek Carver, Arnold Blumberg, Steven 
Hcrchak, and many others) Combat at sea has 
probably been one of the most popular suggestions 
sent in. The effect of this is obvious. No longer can 
ships and their passengers sit off shore for long 
periods, immune to Combat. Raids and Revolts 
(and in some games "Summons to Parliament"). 
Battles at sea can provide an exciting alternative to 
land battles and it can permit a faction to increase 
the size of his fleet. 

Combat at sea is fought just like a battle on land. 
Each ships' combat strength is represented by its 
passenger capacity. The strength of any passengers 
arc ignored. It is assumed that the difference 
between a ship's capacity and the strength of its 
passengers is made up of sailors. 

When one or more ships of one faction enters a 
square occupied by one or more ships of another 
faction (not in port), the moving ships may choose 
to attack. The ratio of ship capacities of the 
opposing fleets are compared and an Event card is 
drawn to determine victory as in land battle. The 
"nobles killed" section is still utilized. If one side is 
victorious, they capture all ships, nobles and Royal 
heirs of the defeated faction. They may execute or 
ransom them as in normal combat. Ship(s) named 
on "Ship" crown cards are immediately placed 
under the control of the capturing faction and the 
"ship" card(s) given to one or more of the noble 
passengers. A ship or ships of the Warden or 
Admiral remain under the control of the capturing 
faction, but as soon as it touches port, it immediate- 
ly reverts back to the control of the Admiral or 
Warden. A "Vacillating Noble" card (see Optional 
Event Cards in this issue) is ignored unless the 
"Vacillating Noble" forms the majority of the ship's 
capacity. In this case, the ship either goes to any port 
(of opposing ptayer'schoicc) and the noble home, or 
the ship joins in with the opposing fleet. Any other 
nobles on board are captured. 

As an adjunct to "Combat at Sea", a ship may 
blockade a port by occupying a sea square adjacent 
to the port and naming the port being blockaded. If 
a ship or ships in the port leave that port to sail, they 
must stop in that hex and join battle with the 
blockading ship or ships. 

Nobles and Royal heirs captured at sea and 
subsequently ransomed, still retain control of the 
ships that they occupy. They must return to a port 
on their next turn. As soon as the ship(s) touch port, 
the ransomed noble(s) relinquish control. 



Continued on Pk 34, Column 3 
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GETTYSBURG 
77 EDITION 

The booming of over two hundred cannon fill 
the air as both armies prepare for the Confederate 
onslaught. Picketts' rugged Virginians are to 
spearhead this final drive to break the strong Union 
position on Cemetery Ridge, south of the Little 
town of Gettysburg. Success means the probable 
capture of Baltimore and Washington and final 
victory for the Confederacy. Defeat will 
mean. . .we'll let history finish the story. 

GETTYSBURG has been 18 months in the 
making. Great care has been taken that all 
information presented in the game is the most 
accurate available from primary sources. The order 
of battle and appearance has been checked and 
rechecked; the mapboard prepared from detailed 
surveys of the battlefield; and the game system 
designed so that you assume the same problems and 
face the same decisions that confronted R.E. Lee, 
George A. Meade, and their field commanders. 

GETTYSBURG has been divided into three 
mutually exclusive games, each of different com- 
plexities and play lengths, in order to give the player 
the game he wants to play, no matter what his level 
of expertise. As a result, each of the three games is 
specifically designed for a particular audience. One 
game system has not been needlessly modified to fit 
several levels of complexity. 

The Basic game is rated Introductory and is 
excellent as a starter game for newcomers to 
wargaming. The Confederate army is composed of 
25 unit counters and the Union army is 27 counters 
strong, representing all the infantry, cavalry and 
artillery divisions and brigades which actually 
fought. Each turn of play equates two hours of real 
time. Combat results between fighting units are 
resolved by strength difference. Combat can be 
modified by the type of attack and defense 
formations selected. Play is fast and furious as the 
Union player tries to stave off the Confederate 
onslaught in time to bring his greater rein- 
forcements into play. 

The Intermediate game is reminiscent of the 
classic attack— counterattack type of game that 
Avalon Hill popularized in the early and mid- 
sixties. The basic unit for all armies is the brigade 
Each army has approximately 60 to 80 brigades 
within its command. Losses are taken by steps. A 
brigade which loses a step also loses its ability to 
attack for the rest of the day. A fierce day of fighting 
can find both armies exhausted and no longer able 
to attack without proper rest. Strategic movement 
permits units to reach the same positions on the 
battlefield as their historic counterparts, yet 
prevents mass flanking movements which dragged 
earlier versions of GETTYSBURG into a "who can 
form the longer battleline" syndrome. 

The Advanced Game has it all. All important 
aspects of Civil War tactics are reproduced to play. 
Brigades can form battlelines and columns of 
different lengths depending upon their strength. 

Commanders are rated as to their ability to 
coordinate attacks and control units in movement 
as well as their own personal leadership. Both 
armies must take care to maintain sufficient support 
for their front lines, otherwise they may find their 
whole line in jeopardy due to a successful assault. 
Cannon composing each battery are divided into 
three types; napoleon, rifled and howitzer, and rated 
according to range and firepower. Each infantry 
and cavalry brigade has an experience level rating its 
ability to give and receive an attack. Turns can vary 
from 20 minute periods during an attack to an hour 
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or longer during periods of inactivity. There are 
many "what if variants which can be employed to 
keep the other side guessing as to the strength and 
time of arrival of your army. A special "what if has 
been created to allow you to return Stonewall 
Jackson to command, and see if he could have given 
the Confederate army the impetus for victory. 

GETTYSBURG is packaged with a 22" x 28" 
multi-colored mapboard of the battlefield, mul- 
ticolored counters representing every brigade. 



battalion and battery involved in the battle, 
overprinted with colorful badges and states (actual- 
ly used by the units in battle) for quick sorting and 
identification, plus rules and charts to set up and 
refight the greatest battle of the North American 
continent. 



GETTYSBURG is now available for S10 plus 
postage charges from Avalon Hill. Maryland 
residents please add 5% state sales tax. 
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SQUAD 
LEADER 

Russian. American, and German forces engage 
in bloody street lights, descend on enemy held 
villages, take key hills, or cross open fields in the 
quintessence of infantry combat. This is SQUAD 
LEADER— a game utilizing every aspect of 
infantry warfare from street fighting in Stalingrad 
to armored advances across snow-covered roads in 
the Ardennes. SQUAD LEADER is not just a 
game it is a system enabling the player who has 
mastered it to replay virtually any battalion level 
action of WW II in Europe. 

Borrowing heavily from miniatures rules, noted 
game designer John Hill has designed an ingenious 
new game system which approaches the effects of 
simultaneous movement within an elaborate 8 
phase player turn. Developer Don Greenwood has 
streamlined the system for the utmost in payability 
in what otherwise would be an extremely com- 
plicated game. 

SQUAD LEADER utilizes Programmed In- 
struction to introduce each of its 12 scenarios 
gradually so the player need read only a fraction of 
the overall rules to get started. Once the player feels 
comfortable with the game system he can go on to 
other scenarios, adding more complexity as he goes. 

The units are 10 man squads, 4-5 man crews and 
individual leader counters. They have a large 
assortment of support weapons, including various 
types ol machine guns, flamethrowers, demolition 
charges, smoke, panz.erlausts, bazookas, radios, 
anti-tank guns and an assortment of vehicles and 
AFVs. Each turn simulates the passage of two 
minutes. Each large >A" hex equals 40 meters of 
actual terrain. 

Leaders play a major role in the game by 
directing fire, rallying broken units, and generally 
enhancing the performances of their troops. The 
underlying theme of SQUAD LEADER is one 
hinged on morale. The player who can utilize his 
leaders most effectively to direct fire on the 
opposition while keeping his own forces undercover 
& out of enemy fire lanes will usually be the winner. 
Usually because nothing is ever 100% certain in 
SQUAD LEADER.h is possible, although highly 
unlikely, that a single leader could best three enemy- 
squads in close combat or that a squad without anti- 
lank weapons could knock out a tank. In one of our 
playtcst games a single German heavy machinegun 
crew practically wiped out single-handedly, at long 
range, an entire Russian battalion advancingacross 
open terrain. In another, a squad in moderate cover 
withstood the entire firepower (includingarmor) of 
a reinforced company for i turns! As in combat, 
nothing is certain and while repulsing a Russian 
human wave attack, your machinegun may jam or 
your squad may decide it's safer in the rear, The 
unpredictable nature of all units under fire is both 
the blessing and the bane of SQUAD LEADER 
commanders. 

In the advanced scenarios, the game expands to 
incorporate Offboard Artillery, night rules, barbed 
wire, entrenchments, minefields, bunkers, multi- 
level buildings, rubble, fire, river crossings, snow, 
roadblocks, mortar, etc. Yet she biggest option is the 
very open-ended nature of the game itself. Complete 
Design Your Own and Campaign Came systems 
have been included to allow players an infinite 
variety of individual scenarios and extended cam- 
paigns. 

SQUAD LEA DER comes boxed complete with 
lour H" x 22" interchangeable lull color isomorphic 
boards, 716 two-sided counters. 36 pp. rulebook, 
scenario cards, two Quick Reference Data Cards. 
and two dice. 





75 4/2 




75 4/6 




4-6-7 




£A 




2-4-7 








J 2t]A 

i[S 




fe-J ft 




ti 1 
■ B12 




MMG 
^B12 



| HMG 

/2>B12 




, LMG 

J2-B 

f B12 




la 




y 51 

iB12 




r 

\ 75 
S*^2 








■*— 

PREP 
FIRE 








TUB 6/- 




150 4/- 



*75 4/2 



24 



A 



P7 



WRECK 

m 

■ SG 



u 


u 


2-3-7 


fr 


. IMG 
t 2-6 

1 BIO- 


IMMG 

Ik 


Broke 

8^ 

* %»i 


Broke 




122 



152 



P5 







WRJEjCK 



kk 

6-6-6 




Kk 

8-4-7 




4k 

2-4-6 












HMG 

.Uc.il 

-4a-2o 

AB12 




$$ f05 

5 2 HG 


Broke 

- 



*M 4 

105 4/6 



IB5 4/2 




&.16 




<& 24 



WRPCK 

P 
SB 





WIRE 



Entrench 



1+5+7 



Roadblock 



SQUAD LEADER is available only by mail 
from Avalon Hill for SI 2.00 plus postage. Maryland 
residents add 59i state sales tax. WARNING: 



SQUA D LEA DER is not for the uninitiated— rated 
Tournament Level IV on the Avalon Hill complexi- 
ty scale. Conater illusiralionn actual sire. 
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VICTORY IN 
THE PACIFIC 



December 7, 1941. . .In Pearl Harbor, the United 
States fleet lies burning, and the overwhelming 
fleets of the Imperial Japanese Navy are sweeping 
forward all across the Pacific. This is the start of the 
most mammoth naval war in history the three 
years (from December 1941 to late 1944) when the 
largest navies in the world collided across the 
greatest ocean in the world the Pacific. From the 
time when Japanese strength was overwhelming to 
the point when the mushrooming United States 
Navy surpassed the mighty Japanese fleets, it was a 
war of cautious maneuvering and carefully planned 
strategies for even at their weakest, both sides 
always had the power to destroy. 

VICTORY IN THE PACIFIC is a strategic 
game of the naval war in the Pacific during World 
War II. It is a simple game on the strategic level, in 
which ships and units are assigned to areas where 
they will fight, attempting to cause enemy casualties 
and gain control there: combat resolution is 
abstract, based on a simple confrontation of 
opposing ships in the same area, like Avalon Hill's 
popular WAR AT SEA game. However, in the 
Pacific the ocean is large and the fleets are 
enormous, and the rising deadliness of air power 
casts a shadow over the fleets that sail the 
seas. . .land-based air fleets are present, and marine 
divisions to invade and capture island bases. The 
result is a subtle test of strategic skill, in which the 
players must use ships, planes and marines to 
capture ports, bases and sea areas that lead to the 
heart of the enemy's war effort. 

The game includes a counter for every capital 
ship that fought in the Pacific during the crucial first 
three years -each battleship, battlecruiser, Heel 
carrier and heavy cruiser has its own counter, as well 
as some of the front-line light cruisers. The 
Japanese, United States, British. Australian and 
Dutch navies are ail represented. The land-based air 
fleets that fought are also present, from the United 
States' 5th Air Force that survived the Philippines to 
lash back at Guadalcanal to the Japanese 25th Air 
Flotilla that opposed it: each air licet has its own 
counter. There are even marine divisions that invade 
islands, and garrison counters that hold them. 

Air strikes, gunnery duels, "night actions", 
invasions, island air bases and submarines are all in 
the game. You must choose and develop the winning 
strategy whether to light for India, for Australia. 
or for the Pacific island chains, or whether to fight a 
climactic battle at Midwav and the Hawaiian 
Islands! 

But beware! The Japanese fleet is overwhelming 
at the start but the United States is building the 
most mammoth, powerful navy in the history ol the 
world. . .11 is three years of skillful attacks, delense 
and counterattacks by both sides that will determine 
the final winner of VICTOR Y IN THE PACIFIC. 

Game comes complete with lull color 22" x 28" 
mapboard. over 200 two-sided full color counters of 
varying si7.es and shapes. 8 pp. rule booklet, two 
Order of Battle Charts, and four dice. Not just 
another WAR AT SEA, VICTORY IN THE 
PACIFIC adds sophistication and simulation 
missing in its sister game while maintaining the 
former's ease of play. Playing time 2-3 hours. 

VICTORY IN THE PACIFIC is available for 
$9 plus postage from Avalon Hill. Maryland 
residents please add S''l state sales tax. 
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RAIL BARON 

Ruthless, cutthroat competition. . .You must 
get your products to market, crossing and reeross- 
ing the continent from major city to major city. The 
rewards arc great — but the fines are enormous, if 
you use a rail line that an opponent owns. Can you 
survive the ruthless competition and build yourself a 
rail empire that will squeeze your competitors out? 
In the give and take of fines and payoffs, can you 
make the money that entitles you to become a RA IL 
BARON? 

Formerly referred to as BOXCA RS in this 
magazine, this is the game which has been the 
subject of more playtesti rig than any AH title of 
recent vintage. Since we discovered this little gem 
last summer, it has been the source of an average of 
three 7 PM Midnight gaming sessions a week 
AFTER we've all punched out for the day. This 
game got played because it was enjoyed not 
because it was anyone's assignment. It wasn't long 
before the Saturday afternoon 1GB sessions were 
also dominated by multi-player games of BOX- 
CARS- This game has made previous fads such as 
WOODEN SHIPS & IRON MEN and 
KINGMAKER look trivial by comparison. A 
simple game of luck at first glance, it evolves into an 
amazing game of strategy for those deep into the 
game system. 

RAIL BARON is a friendly, family game for 3-6 
players. The game is simple to learn, but there are 
subtle strategies involved — a perfect game for the 
beginner and for the cunning strategist. The game 
board portrays the 28 major rail lines in the United 
States, from the tiny Richmond. Fredericksburg 
and Potomac to the mighty Southern Pacific. Each 
player moves his token from city to city, collecting 
money and buying rail lines as he goes -and paying 
fines whenever he uses a rail line another player has 
bought. If you do not think you are going fast 
enough, vou can even buy a better locomotive — an 
express, or a SUPERCHIEF! 

Title cards (showing the logos of the 28 rail 
lines); money, locomotive cards; movement, origin 
and destination tokens and a 16" x 33" full color 
map of the United States rail net all come with the 
game, along with charts for selecting your next 
destination and determining your payoff. 

RAH. BARON is an excellent game for clubs, 
beginners, non-wargamers, and anyone who likes 
good competition and a lot of fun. For 3-6 players; 
playing time 3-5 hours. 

RAIL BARON sells for $10 plus postage and is 
available direct from Avalon Hill. Maryland 
residents please add 5% state sales tax. 

Card illustration* reduced in si?c. 
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WIN, PLACE 
& SHOW 



WIN, PLACE & SHOW, another of the after 
hours favorites of the design staff, is another 
resurrected, redeveloped 3M game which, together 
with SPEED CIRCUIT, formed the best 1-2 entry 
in the 3M line. This unique game of thoroughbred 
racing offers something for everyone, as each player 
simultaneously plays the role of owner, jockey, and 
even the handicapper in the stands. 

Before each race there's an auction, in which 
players compete for ownership of the horses 
themselves. Then it's post time and during the race 
they serve as their own jockeys, making split-second 
decisions on position, passing, sprinting, etc. 
Ingenius order of movement innovations by the 
designer gives every horse a genuine chance to make 
it to the winner's circle, although each has very 
different capabilities. Some are fast starters, others 
are mudders, and the favorites tend to run 
consistently well on both fast and slow tracks. 

Each six race card includes 5 and 6 furlong and 
1 W mile races with a field of 6 individually rated 
horses and appropriate posted odds. Post position, 
running strength, speed, endurance, and jockey 
classification all play a part in determining which 
horse is the best bet al the posted odds. You'll want a 
veteran jockey if you've got a fast starter on the 
outside rail but that extra weight allowance for an 
Apprentice jockey often makes the difference too. 

The real fun comes in the betting, where each 
player tries to pick the top three finishers and then 
lays down his SI, 000 to $5,000 wagers for better or 
worse (no pun). And there's even a Daily Double 




where players pick the winners of the first two of a 
six race slate for really big payoffs. The game even 
includes special rules for Party and Fund Raisers 
versions guaranteed to liven up any party. 

Game comes complete with full color 24" x 22" 
mapboard, six plastic horses, six racing programs 



rating 36 different horses, betting slip pad. rules, 
money and two dice. For 3-6 players; playing time: 
2V: hours. WIN, PLACE & SHOW is available by 
mail from the Avalon Hill Game Co. for $10 plus 
postage. Maryland residents please add $% state 
sales tax. 



SPEED 

CIRCUIT 

SPEED CIRCUIT'n our new release of the 3M 
game featuring Grand Prix racing on three 
championship courses Monza.. Monaco, and 
Watkins Glen. We've tidied up the rules a bit, and 
added a few components, but basically it's the same 
game. 

One of the big attractions of SPEED CIRCUIT 
is that prior to the game everybody secretly designs 
his own racer to the specs he thinksare best for each 
individual course (or. in the alternative version, 
designs one car for the whole circuit). Since winning 
the game entails having the best total record on all 
three, you've got to be able to incorporate the 
demands of each course into your racer. 

Acceleration, deceleration, starting speed, max- 
imum speed, and all-important ability to sustain 
engine and brake wear are all decided by (he player. 
Each course will favor certain characteristics to the 
exclusion of others, so there is a constant trade-off 
in the racer's design, as it is impossible to build 
everything into its severely limited confines. 

Another big plus in SPEED CIRCUIT is that 
except for very rare occurrences (such as whether or 
not a spinout becomes a crash, or an engine burns 
out from being overtaxed) dice are totally absent 
from the game. 

In SPEED CIRCUIT all races arc decided 
totally as a result ol the players' skill (or the lack 
thereof; you've got to know what you're doing) in 
designing and handling their machines. 

Speeding up for straightaways, slowing down 
for curves (or taking chances by not slowingdown), 
slipstreaming. pushing the engine above its safe 
limit these are all tactical decisions each driver has 




to make. Mistakes can be costly, as a misjudged 
move can lead to spinouts, burned out brakes or 
engines, or even a race-ending crash. SPEED 
CIRCUIT comes complete with a full color 32" x 
22" mapboard, six metal cars. Performance Log 
Pad rulebook, and die. 



SPEED CIRCUITS a game for 2-6 players, and 
is sure to be popular with both casual and dedicated 
gamers alike. Now available 



Price is 

tax. 



$10. Maryland residents add 5 f /r sales 
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ALEXANDER 



GREEK: RICHARD PLOCK 
PERSIAN: ROBERT LIVERMORE 
COMMENTATOR: RICHARD HAMBLEN 




ALEXANDER is a ferocious attacking game. 

Thanks to the facing rules and the low 
movement factors, forward movement is faster than 
lateral movement ami is much faster than retreats; 
thus an attacker can attack much faster than a 
defender can reinforce or flee, so that each 
consecutive turn of attack starts with a greater 
advantage and does more damage. Also, most 
powerful units are doubled on the attack — and 
almost nobody is ever doubled on defense. Best of 
all, automatic breakthroughs are common — and 
every unit in the game is tremendously vulnerable to 
rear attacks. An advancing attacker is always 
threatening to break through or outflank a 
defending line, which can bring on a catastrophic- 
rear attack. 

So the attack is stronger than the defense— 
which encourages both sides to attack and keep 
attacking once the armies are in contact, rather than 
try to fall hack and regroup. This tendency is 
enormously magnified because a defeated player 
does not have the lime to regroup— his retreat is 
slower than the enemy attack, and the defeat itself 
permanently weakens his army's fighting ability, 
causes other, unhurt units to desert and boll from 
the field, and can even lead to his defeat even when 
he has a substantial army left — because every defeat 
lowers his morale. 

The effect on the game is clear — both players 
attack, hammer and longs, and may the best attack 
win. Games regularly last two — maybe three — turns 
once battle begins: then it is over. 

For both sides the tactical objective is clear; 
when the battle begins, each side wishes to have a 
good attack ready to go in. A Iso. it doesn 7 hurt at all 
to make the first good attack of the game. 

The elements of a good attack are also clear. The 
attacker needs a powerful attacking force position- 
ed opposite a vulnerable defending force. For both 
sides the cavalry (and other mobile units) are the 
strongest and fastest attacking force, so they will be 
the meat of the attack. Missile units are very 
powerful in the defense (thanks to defensive 
support), so the attacking force will need enough 
missile units to negate the defending missile units by 
pinning them; it is even better to have missile 
superiority in the attack, since the few extra attack 
points can be crucial in getting a decisive 
breakthrough on a constricted front. Most impor- 
tant of all, the attack force must contain a lot of 
units, for two reasons: first, theallaeker wilt have to 
commit a lot of strength just to create the 
breakthrough, and the attacker must have ad- 
ditional units available with which to make the 
exploitation attacks that are truly devastating; and 
second, the attack force must have enough strength 
10 survive the defender's counterattacks either by- 
having enough strength to wipe out the defenders 
before they can counterattack, or by having enough 
units to make a defensive line that can survive 
attrition and prevent enemy breakthroughs. 

The result is that the attacker must attack en 
masse. With a marked superiority of strength where 
he attacks. 



The peculiar nature of the units in both armies 
greatly affects where each side can find a vulnerable 
defender. The Greek army is concentrated, which 
means that it is small hut better able to maneuver 
and attack in a small area; thus, the Greeks wish to 
start a local battle and destroy the Persian in detail. 
Conversely, the Persian player, with his larger and 
clumsier army, needs to stretch the Greek line or 
outflank it; the Persians can then attack at the weak 
point. The Persian attack is complicated, however, 
by the presence of the Greek Phalanxes, which are 
invulnerable to frontal cavalry assault. As a result, 
the Persian must maneuver their cavalry away from 
the phalanxes and attack on their flanks instead — 
which are the vulnerable targets for the Persians, 
especially since the clumsy phalanxes are easy to 
destroy once their flank guards are gone. For the 
Greeks, the vulnerable target is the weak Persian 
infantry, rather than the dangerous swarm of 
Persian cavalry. 

With both armies advancing faster than they 
retreat, time is limited. Each side must rush to 
deploy for the kind of battle it needs -the Persians 
hurrying to stretch or flank the Greek line with 
cavalry while avoiding the phalanxes, the Greeks 
rushing to start an early local battle, hopefully 
against the Persian infantry. With the first attack 
rushing down upon them, neither side has the time 
to repair mistakes in placement — the most subtle 
error can be an irremediable catastrophe. 

Time is the problem. An early battle is the 
Greeks' ally, delay is the Persians' — but only if the 
Persians use the time to get into position. 

The game should go to the player who makes the 
best use of time. 

Creek Setup: 

On the whole, this appears to be a reasonably 
well balanced game. The Persians probably have an 
overall edge, but I tend to ascribe this to the absolute 
value of the Alexander piece. Note that the Persian 
can lose his entire army but win if the Greeks lose 
Alexander and nothing else — admittedly improb- 
able, but emphasizing the necessity for caution in 
the use of Alexander. 

The Greek advantages are in the greater strength 
of the individual pieces, the greater mobility of 
many of them, the combined arms capability, and 
the combination of setting up second and moving 
first. The Persian advantages are the greater number 
of units (especially cavalry) and greater overall 
strength of the army, the importance of Alexander, 
and the fact that morale is determined after the 
Persian move. Thus, as the Greek player, 1 must try 
to force the game into a pattern that will nullify the 
Persian advantages. I think that this requires that 1 
attack as quickly as I can; to wait for him to attack 
enables him to bring most of his army to bear upon 
me at one time, and I simply cannot afford such a 
battle. 1 want to fight on a narrow front, hopefully 
to one side of the board where I only have one flank 
to worry about. Also.byattackingl make it possible 
to threaten his baggage camp(s) in the event of a 
breakthrough; waiting gives him that opportunity. 



If 1 am able to keep the fight on a narrow front I 
should win by virtue of the superior strength of my 
units; if lam forced out into the center of the board 1 
probably lose. My flanks become too vulnerable, 
and his greater numbers hit me from all directions. 
Except for minor details, his setup is probably 
about as flexible as he can make it. This way he does 
not commit himself until his sees where my units are. 
1 am setting up to advance my right wing while 
trying to stall for time on my left. I have chosen to 
advance on my right because, while his units are 
almost symmetrical, the board is not. I think the 
eastern baggage camp is a hair more vulnerable than 
the western one — assuming I can make it that far. 1 
am planning a fast assault with my heavy cavalry 
and Hypaspist infantry supported by javelins, with 
the phalanxes following up to inhibit any counterat- 
tacks. On the left, I want to use the light cavalry to 
slow his cavalry advance there — he will almost 
certainly make a strong cavalry thrust on that wing 
the mainstay of his attack. The longer 1 can delay 
this attack of his, the better my chances are. He must 
go slowly in the beginning; I can still shift my forces 
to that side should he advance too rapidly away 
from his infantry. My 2nd Companion and 2nd 
Thessalian cavalry will function as a mobile reserve; 
initially they will delay his cavalry advance, while if 
he waits too long they can join the attack on my 
right. My Thracian Guard unit may just as well do 
that, guard the baggage camp. Sooner or later he 
will have cavalry units in that area of the board, and 
something has to protect the camp. My baggage 
train probably belongs at W-I, however there exist 
circumstances wherein it may be useful as a one-turn 
block early in the game (note that it is meaningless 
to lose it before the Persian has morale losses), and it 
can reach the back row rapidly enough from where 
it is. 

PERSIAN SETUP: 

Besides having to setup first and move second — 
the first a disadvantage, the second an advantage — 
the Persian player has several other differences to 
contend with. The Persian force is overall 
numerically larger: in particular, it has more 
infantry, although fewer phalanxes, more cavalry. 
and three commanders to the Greek's two; 
moreover, the Persian force contains elephants and 
horse archers whereas the Greek does not. Size 
alone does not. however, guarantee superiority, A 
large army— particularly an ancient army— can be 
an unwieldly and clumsy army. The major problem 
with the Persian Army is to keep the pieces from 
getting in each other's way. 

The compactness of the Greek army makes it 
easier to maneuver. Moreover, all Greek fighting 
pieces can coordinate attacks; the Persians can only 
coordinate archers with the attacks of infantry. 
cavalry, elephants or chariots. Finally the Greek 
cavalry is in general faster and heavier than the 
Persian. These factors combine to give the Greek 
army an overwhelming superiority in terms of 
maneuverability. The Greek strategy is thus to 
attack the Persian force with a locally superior force 
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while relying on the clumsiness and slowness of the 
Persian army to prevent the remaining Persian 
forces from attacking the Greeks. 

The Persian strategy requires him to buy time 
for maneuver. The last thing desired by the Persian 
commander is for the Greeks to engage a part of his 
forces in such a way that they have im ediate 
suueriority while the remainder of the Persian forces 
have to sort themselves and rush off toward the 
emergency. The Persian strategy requires that his 
whole army be deployed around the Greek army 
before the armies get locked in combat. Experience 
has shown that once the armies engage they cannot 
disengage until one has destroyed the other. 

The longer it takes for the Persian to deploy for 
full use, the greater the advantage for the Greek. If 
combat does begin before he is fully deployed, the 
Persian player should try to keep it to a minimum 
and try for exchanges. Exchanges are beneficial for 
the Persian, since his army is so much larger than 
Alexander's. 

The difference in size between the armies can, 
however be used to the Persian's advantage in 
delaying a major engagement of the two armies. The 
Greeks cannot avoid having a flank hanging in 
space. This is the disadvantage implicit in the army's 
compactness. The threat of attacking this un- 
anchored flank imposes caution on any Greek 
advance, and caution requires time. Of course the 
Persian would not be dismayed by a swift advance 
by the Greeks which was heedless of its flank 
problems. 

My setup reflects the above considerations. The 
cavalry isdeployed significantly forward of the foot. 
Both forces stand centered on the East-West axis of 
the board. 1 do not know which side the Greeks will 
attack. They must attack on a side or risk two 
exposed flanks! My cavalry deploys and advances 
forward as soon as the Greek dispositions and 
movements are learned. The infantry can either 
advance at some distance behind the mounted 
forces, or hang back and set up a defensive position. 
I have also left infantry prepared to defend both 
camps. The Greeks can only attack one camp or the 
other. It would be foolhardy for them to attempt a 
serious attack on both camps. The foot have 
deployed forward of the two camps: the force in 
front of the camp which the Greek finally threatens 
have plenty of time to go back to the camp and 
deploy once the direction of that threat is perceived; 
the force guarding the other side is positioned far 
enough forward to be moved into the battle before 
the game is over. 

The Persian player wants his army to be in a 
position where it can 'embrace' the Greeks. To get 
into this position he must avoid close contact for as 
long as possible. Hopefully then the embrace will 
turn into a death grip. 

It follows from my analysts that the Greek player 
must take the offensive, if he expects to win. It is not 
merely advantageous for him to do so; it is 
imperative for him to do so. The worst thing that 
can happen to the Greeks is for the Persian to deploy 
around and then engage in a slugfest of exchanges. 

In order to win you need the ability to force the 
fight to occur when you are ready. For the Greeks 
that means anytime the Persians are not. For the 
Persians it is anytime that they can effectively use 
most of their army. Much of the pre-combal 
maneuvers concern this crucial issue of who shall 
have battle when and where he wants and not when 
and where his opponent would have it. 

SET UP 

The Persian set up is excellent. Setting up second 
is a major Greek advan tage; they can set up opposite 
one wing of the Persian line ami rush in to attack 
and destroy it before the other wing can swing 
around. Here, the Persians have set up centerally 
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and to the rear; they have gained time to deploy, and 
they can bring their whole army to bear as a unit. 
The Persian cavalry is forward, where it has a head 
start towards an outflanking move in either 
direction. Excellent; the Greek set-up advantage is 
minimized. 

The Greeks elect to concentrate their phalanxes, 
leaving the light infantry guarding the flanks and the 
cavalry free to attack All this is good, hut the exact 
placement of the phalanx line is a problem. 
Ordinarily, the Greeks do best to rest one flank on 
rough terrain, so the rough terrain can guard that 
flank; this leaves the infantry free to guard the other 
jlank. Here, the Greeks have set up a little too far 
from the rough terrain. They will have to guard both 
flanks, which will force them to use cavalry in a 
defensive role — they just don 7 have enough infantry 
to guard both flanks at once. 

Actually, the Greeks don't have any really good 
choices against this Persian set-up. The Greeks need 
to be close to the center of the board, in order to cut 
across the board and chase the Persian infantry if 
the need arises. Also, a central position forces the 
Persian cavalry to make a wider circuit to get 
around the Greek flank. The set up is good — the 
Greeks are closer to making their attack, and the 
Persians will be delayed in getting around the flank. 

Nonetheless, the Persians start with an advan- 
tage. 

The cavalry screen on the left should also 
prevent any hasty Persian advance. 

Final note: the Thracian Guard is wasted where 
it is. Having to guard both flanks, the Greeks will 
need all their light infantry on the from line. The 
Greek cavalry is enough to delay the Persian cavalry 
advance against the Greek baggage camp. The 
Thracians can't hold out by themselves anyway, 
and if the Persians decide to ignore it then it is just a 
wasted unit. The Greeks will wish they had it on 
their left flank. 

Greek Move 1: 

1 make my move as planned. I am keeping my 
left out of his reach, but if he hurries forward I will 



shift my whole army in that direction. 1 am still not 
completely committed, and will not be until the 
right wing is close enough to his forces to allow him 
possible attacks. My light units are only a nuisance, 
but they are a dangerous one if ignored. I expect he 
will move a weak cavalry force to block my advance 
until his infantry can get there, which it will do as 
rapidly as possible. Meanwhile he will organize a 
powerful cavalry wing to attack my left. He must 
leave enough on my right to block my advance and 
keep my units engaged, otherwise I can go after the 
baggage camp or even disengage and face my left. 
Thus I expect cavalry on my extreme right, while the 
phalanxes and light infantry hit my right center. 



PERSIAN TURN I 

He is making a major drive on my left flank. Of 
course he can always change the direction of his 
attack, but this takes time and unless I act on the 
assumption that he is attacking my left, 1 will 
guarantee that he does attack there. I have 
responded by pulling infantry and phalanxes to its 
right; I have also advanced a large cavalry force on 
the right of the former center of my army, 
threatening the left of his army. I have screened the 
East baggage camp with a smaller but still effective 
cavalry force. 

He cannot continue in the direction of his 
advance without exposing his left flank to massive 
attack from my cavalry. This will probably cause 
him to change the direction of his attack from north 
to northwest. This change in direction leads him 
away from my western baggage camp and delaysh'is 
attack; moreover, while this change relieves the 
acuteness of my threat to his flank, it will also 
stretch him and thus increase the extent of his flank 
problems. 

I think that he will turn his Army northwest, and 
anchor his right llank on the western rough terrain, 
while fading a bit on his left flank. I doubt that he 
will attack now. He might try and L rip off some of 
my heavy cavalry by attacking with his light forces 
against an exposed flank, but I have disposed my 
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horse archers so lhat such a move on his pari is open 
lo 3 to I arrow lire before he can even try it. I doubt 
that he will waste even his light cavalry on 'rip off 
trys. 

The move I have made gains me time in 
disposing my cavalry around hisarmy. It forces him 
to exchange type partial attacks, if he chooses to 
make any attacks at all. 

TURN I 

The Greeks begin their headlong rush to 
combat. They want to either take the baggage camp 
or force the Persians into an early fight to defend it. 

The Persians withdraw their infantry, evidently 
to gain time for their deployment, which they start 
by advancing their cavalry in the long circuit around 
the Greek left flank. This is quite a good idea, but 
technically the Persian move is flawed. The Persian 
infantry is clumsily positioned to come about into 
position against the phalanx line- and the Persian 
infantry will have to come about and enter the 
action, since the Persian cavalry is not strong 
enough to face the whole Greek army by itself. The 
cavalry advance is also imperfect— it is loo slow. 
The Persian horse could advance another hex or 
two. As it is. both the clumsy infantry placement 
and the slow cavalry advance will slow down the 
Persian deployment, giving up some of the time he 
gained by his excellent set up. 

The Persian mobile troops could be a little closer 
to the Greek left, tot), but this might precipitate an 
early battle with the whole Greek army nearby. It is 
probably more prudent to hang back and wait until 
the Greeks have committed their forces, as the 
Persians have done. 

The Persian eastern flank is more of a problem. 
Withdrawing the infantry almost certainly gives up 
the baggage camp, which is not all that bad, since it 
was either thai or fight an early battle. However, the 
Persians can absolutely not afford to give up any 
additional morale in the form of units. 

So the question is. whal are those seven cavalry 
units doing going east'.' They are not strong enough 
to attack or defend by themselves — the Greeks can 
just streamrolier them. They can't even create 
enough of a delay to warrant the morale that will be 
lost with them, since morale looks like it will be a 
Persian weakness. They are just thai much valuable 
attack strength subtracted from the main Persian 
attack force and placed where they cannot make a 
good attack at all — a net loss in attack power. 

It is early and these are subtle errors, but 
ALEXANDER is an unforgiving game and the 
clock is running towards the first battle. . . 

Greek Move 2: 

His move was a bit of a shock. He appears to be 
going to avoid combat with his infantry. One of us 
must have misread the situation. While 1 considered 
the possibility of his not making a full commitment 
with his infantry on the first move, I certainly did 
not expect this type of withdrawal. The cavalry 
moves are about as expected, although the lack of 
infantry support on his left wing makes that cavalry 
force rather vulnerable. If he was planning to have 
me engage him on my left, he should have advanced 
his cavalry one or two hexes further — that might 
have justified the infantry move. As it is, I am going 
to continue my advance with my right wing, 
committing myself to making my main thrust there. 
Meanwhile. 1 will withdraw my left out of danger, as 
slowly as I dare. The baggage train will head for W- 
l.and the baggage camp guard will draw back to its 
proper station. 1 have advanced on my right far 
enough to give him a couple ol targets, but he has no 
breakthroughs and my counterattack would be 
devastating. 1 doubt if he will launch such an attack, 
it does not pay. Had he added some infantry 
support, such an attack might be possible. Overall, 1 



think his resistance here is much too weak: I may be 
able to get his baggage camp. 

An important consideration to always remem- 
ber in playing ALEXANDER is that an early 
positional error can rarely be corrected; the morale 
effects are such as to cause a rapid disintegration of 
the weaker side once combat has begun. Hence, this 
move will probably determine the winner of the 
game; if he is wrong. 1 win; if I am wrong, he does. 
Since his infantry move was totally unexpected, 1 
have no idea what he is planning and may be 
walking into a trap. 



PERSIAN TURN 2 

He is definitely pressing the attack on my left or 
Eastern flank. 1 am going to continue and try to 
flank him on his left, and hold him up long enough 
on his advance toward my baggage camp so that I 
can hit him on his left flank before he takes the 
camp. I may have stripped my covering left flank in 
front of the baggage camp too much; perhaps I 
should have some infantry and some more cavalry. 

I will attack his force with a couple of pieces of 
light infantry and hope for an exchange. 1 will half 
both my pieces and cost him his. Both of these pieces 
are undoubtedly lost, but they can take something 
with them and divert some of his forces by requiring 
them to attack and destroy them. 



TURN 2 

The Greeks commit themselves, splitting their 
cavalry between their flanks. This gives up their 
massed attacking power, so it looks as If the Greeks 
are planning a grinding buttle of attrition — not an 
easy task against the Persian host. The Greeks are 
strong, but not too strong, on both flanks. This 
means that the attacking wing (on the Greek right) is 
weaker than it should be, while the defending wing is 
unusually strong. Both sides will have difficulty in 
getting an overpowering attack. The result should 
be a prolonged see-saw haale of attrition — hardly 
an attractive prospect against the Persian horde. 

The Persians continue iheir deployment. The 
infantry comes about, but it is clumsily arranged, 
and the Persian cavalry again advances too slowly. 
The Persians have lost almost a full turn of their 
deployment time. 

This lime the Persians should be a hex or two 
closer to the Greek left. The Greek cavalry is 
divided — the Persians can afford lo draw the Greek 
left into battle if the Greeks were foolhardy enough 
to advance imo the teeth of the Persian horse. Being 
closer probably wouldn't gain that bonus, but it 
would speed the journey towards the Greek left 
flank — cutting across is the shortest route, and it 
also would force the Greek left lo slop its advance — 
the Greeks can hardly afford to advance their 
vulnerable left directly into the Persian cavalry! 

The Persians are just deploying too much 
cavalry against the Greek cavalry screen. Those 
little units force the Persians lo slow down and 
deploy in line, but you don't need to send an army 
after them! 

The Persian attack in front of the baggage camp 
is just wrong. Exchanges are a curious phenomenon 
in ALEXANDER. Usually they help the Persian, 
on the grounds that he has more units to lose. 
Actually, however, they hurt the player wilh the 
worst morale and in this game it is the Persians, 
with the baggage camp forfeit, who cannot afford 
the exchange. 

Even worse, the Persian attack cannot even gain an 
even exchange— regardless of the results the Greeks 
will wipe out that cavalry flank — the Persians are 
just positioned poorly. The forward units are forfeit, 
and the Persian rear line is loo close. . . 



Greek Move 3: 

More surprises. Now his infantry is headed back 
to where 1 thought it belonged earlier, but it is an 
awkward formation. It takes an extra move for it to 
deploy into battle line. He must have expected a 
different second move from me. Also, 1 never 
anticipated the type of attack he made; hejust does 
not have enough strength on that wing to take 
chances with those units — there is nothing to back 
them up. I am falling back on my left to keep the 
units out of danger; the odd positioning of my light 
cavalry is to keep him from getting any automatic 
victories. Meanwhile, I will start to shift the facing 
of my phalanxes to his center; I expect to clean up 
my right wing soon and will not require them there. I 
have several easy automatic victories that do not 
overextend me; I will settle for that to cut his 
numbers and gain a morale edge. His strong right 
wing has developed as anticipated; 1 cannot stall the 
onslaught much longer. It still ismymjor worry, but 
I have been able to shift my reserves to that side 
since I do not need them on the right. Had his 
infantry been deployed on L-23 to Q-23 at this 
point, my task would be a lot harder. As it is, I think 
1 have achieved a distinct edge, and eased my 
worries considerably. Meanwhile, 1 must avoid 
giving him any automatic victories. 

GREEK TURN 3 

The Greeks get the first chance to demonstrate 
their attack, on a small scale, and the Persian left is 
neatly ridden down. The Greeks are still just a Hi lie 
too weak on their right, however — they could 
actually A V the Indian cavalry this turn, loo. but 
they would have to leave just one hole open to 
riposte. Oh. for just one extra unit. . . 

On their left the Greeks demonstrate why the 
Persian cavalry should have closed in. The best way 
the Greeks have to refuse a, flank is to pivot — to 
drop back the end unit and change its facing by 60 
degrees. In effect, this forces the Persian cavalry to 
traverse another 60 degrees just to stay even wilh the 
retreating flank! If they are four hexes away they 
have to traverse 4 hexes — their entire movement 
factor— just lo cover the 60 degrees and stay even. If 
they were three hexes away they could still gain 
ground on the retreating flank. 

A nice Greek maneuver. The Greek player 
continues to scatter his cavalry, however; now he 
has left too many units out in his screening force. 
Scattered cavalry cannot make an overpowering 
attack, and now the Greek cavalry is scattered ail 
across the board. He should have a few of those 
units in wilh the main body — preferably with the 
attacking right wing. 

PERSIAN TURN 3 

The situation is not good. He has me down to 
I5 1 /; points on the morale table one half point over 
the line. I didn't get the exchange I wanted and lost 
four cavalry to his half. 1 am now sure that the 
covering force which 1 started with was too weak. 
The problem is that his advance on my left toward 
my baggage is much faster than my advance on his 
left flank; he is winning the race. 

1 cannot change strategies now. however; I am 
committed. I must continue to try and flank him on 
the left. My race is both with his advance on my 
baggage camp and my decline on the morale table. 
He is very effectively keeping his left out of my reach 
and I doubt that 1 can stay on tabic number I next 
time. For these reasons I am losing the race. 

PERSIAN TURN 3 

Time is running out! The Persian player must be 
delaying his cavalry until his infantry is in the line, 
so he can attack all across the line al once. He can't 
afford the lime! In the first place, his infantry 
deployment is slow — this is the turn the Persians 
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Greek Turn 2: The Greek advance is predictahly turning into an oblkjue right with the Persian horse massing 
against Alexander's left. But on the Persian 2nd turn two cavalry units will inexplicably jump the gun and 



charge the Greek Odrysian Cavalry 
slight morale edge (20-1**) it is not 



must waste to straighten out their infantry 
deployment — and in the second place his cavalry is 
not moving south and east fast enough to he at the 
right place when the battle starts. His main cavalry 
strength should he concentrated from J 17 to J2I, 
where it would he an immediate threat to attack or 
continue the outflanking movement. Instead, he 
moves less than maximum, he stays to the north and 
away front the Greeks, and he has sent much of his 
force to his right, event farther away, where it is two 
turns from catching up to the Greek left. 

This might he all right, except the Persians are in 
morale trouble and the Greeks are already in 
combat near the baggage camp. 

It almost seems that the Persians are ho/ding up 
the advance so the elephants can catch up. This is a 
mistake, if true — the elephants are as slow as the 
phalanxes — they can not get to the flank in lime. 

In from of the baggage camp the Persians are 
putting up a good fight. This is the type of defense 
they should have relied on from the start — a 
hedgehog blocking the gap. If a few more units had 
survived, they could do it again inside the gap, hut 
the Greeks, although pressed for units, will he able 
to clear the outer defense next turn. 

Again, along the western flank, the Persians 
make a sacrifice exchange attack. Exchanges do not 
help them, they are in morale trouble! They should 
find another way to cope with the irritating Greek 



screening units — as it is the Persians who are 
sacrificing two units, they have diverted major 
forces to guard that flank, and they will have to 
divert even more forces next turn. All of this 
weakens their attacking strength against the left 
wing. A screen or even an open flank would have at 
least diverted fewer units. 

Creek Move 4: 

Now my left wing has to retreat rapidly. It has 
served its purpose; the delay of his cavalry advance. 
I decided to use my two light cavalry units to attack 
with because it will be an even exchange of units on 
an absolute scale, but the positioning I have used 
forces him to use two units to eliminate them. This 
means that two units will be late reaching the main 
battle, effectively giving me four units in exchange 
for two. In addition.it guarantees that he will fall to 
the second table on morale points— acritical matter 
with the main battle at hand. I think he is sweeping 
too wide with his cavalry; time is running out for 
him. He wants the cavalry and central infantry 
about one hex closer than they are. Maybe I should 
have used the Agrianian I Javelins to give me a flank 
attack on the third Bactrian cavalry. Instead, I am 
going for the sure, easy victories. [ have pretty much 
cleared up my right wing and can start to shift my 
emphasis. Hence the move of the Odrysian cavalry 
to support my left. 1 think I will be able to take the 



at 3- 1. Although they obtain a >/j DEand succeed in ending Turn 2 with a 
worth the price they'll siiim pay. 

baggage camp; that would effectively settle thingsas 
the game stands now. Most of the game to this point 
has beenjust the preliminary skirmishing, yet I have 
a decided advantage as a result. I won heavily on my 
right, and broke even on my left. His light cavalry is 
badly cut up, and his infantry is only now getting 
ready for action. 

GREEK TURN 4 

Exchanging the Allied horse units is a smart 
move. The morale exchange hurls the Persians far 
more, and the placement forces the Persian to divert 
additional forces to clean up the Greeks — more 
units subtracted from the main Persian attack. (The 
Greeks even had a better move — they could actually 
A V the two Persians and then advance in to form a 
defensive hedgehog! But this is very tricky, and the 
Greek move is quite good as it is.) 

The baggage camp attack clears away the outer 
defenses nicely. The Greeks are (play it again, Sam .') 
still too weak on the right— now they are sending the 
Odrysian cavalry away.' — but they have missile 
units nicely placed to join the fray in the north if the 
need arises. 

On the left the Greeks pivot again, and now we 
see one problem with the pivot tactic. Units that are 
detached, far out on the flank— like the Mercenary 
Cavalry and the Lancers, in this case — also have to 
move 60 degrees to keep their position on the flank. 
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Creek Turn 3: I he Greek riposte is swift and deadly. Odrysian attacks Saca from the tear gaining a 2-6 AV; 
Sacesinian is eliminated under the hoofs of the Royal Companions at 9- 1 with the attackers moving into V20 
after combat. Paconlan & Thessalion I likewise AV the Cadusian Cavalry while the Agrianian & Balacrus 
Javelins fall on the Arachosian Cav from the flank at 8-1. In their half the Greeks have gained 2*/> morale 



points while costing the Persians 4'A. The Persian response is far from overwhelming. The Indian & 3rd 
Bactrian Cav will fall on the Paeoniansat 4-1 andgcia !4 DE. TheSusian andCoclo-Syriancav willcharge 
the Allied Light at 4-1 hut succeed only in dislodging the Greeks 1 hex to theSE. Net Morale after turn 3: 
Greek 20. Persian 16. 



Unfortunately, they have to move sideways, and 
they can't I Result? They have to fly off at an angle to 
escape the advancing Persians. This was the real 
problem with putting this cavalry out in the screen 
last turn, instead of keeping it with the Royal Comp. 
and Thess. II: now the light cavalry is practically out 
of play. 

One more problem with the pivot — you'v got to 
be very careful about leaving light infantry in the 
pivot position, because it can fall back only one hex 
and it is always vulnerable to attack. Usually, this 
just means that you keep one infantry unit in 
reserve, to form the end of the new pivot line: then 
the units who were trapped out in the pivot can turn 
around and run when the pivot drops back (next 
turn they come back into the new pivot position). 
Here, however, the Greek player has only two units 
on his left and they are both in the pivot hex. They 
will be hard to extract if he tries 10 pivot next turn (I 
told you so Dept.: wouldn't it be nice to have the 
Thracian Guard there right now'.'). A subtle point. 

PERSIAN TURN 4 

Well, he hit me pretty hard this time and I 
probably can not hit him hack hard enough to 
recover and remain on table I. He is still fading and 
screening off his left flank very successfully. All that 
I can do is to try and defend my baggage camp and 
hope to win the race. 

PERSIAN MOVE 4 

The Persians are still taking their time to deploy. 
The cavalry should be positioned up as far as, say, 
yV/5 — let the Greeks attack! They only have five 
cavalry units on that flank! 



The Persians are down to l2'/i morale points, 
and they still have the baggage camp and garrison 
units to lose. Time is now on the Creek side — it is 
the Persians who must rush to battle. The Persians 
will not be able to attack if they wait until their 
morale disintegrates. 

Even in the north, where all they have is the poor 
Persian infantry, the Persians should be 
advancing — the Greeks are short of units. 

Yet the Persians continue to deploy. They are 
probably two turns from attacking. 

Incidemly, examine the Persian defense of the 
baggage camp — It is excellent. The Greeks cannot 
get 3-1 against either unit in the camp, despite their 
strength advantage. 

Greek Move 5: 

I think he is coming on too slowly. Normally this 
would be all right, but his morale is too low. This 
move 1 am committing myself to go after the 
baggage camp and engage his infantry. There is not 
a lot for me to attack otherwise. If I get the camp, he 
will have almost no chance; if I fail, I still like my 
game. His main attack is finally on its way; the game 
will be bloody from now on. 1 have so far avoided 
his strong forces, while maneuvering my phalanxes 
up to him. 1 am trying to keep my cavalry out of his 
way until after his attack, then use it for a 
counterattack. 

1 failed to take the camp, but he is still in deep 
trouble. 

GREEK TURN 5 

Ah, the chickens come home to roost. With just 
a little more strength on their right, the Greeks could 



attack both Darius and the baggage camp — a 1/3 
chance of getting each — and still be completely safe. 
The problem is. they would need to use Alexander 
to neutralize Darius, and they should put two units 
with Alexander to make him safe — and they come 
up one unit short. Now they have to choose the 
baggage camp or Darius, with the problem that 
units that deploy in one area cannot get hack to the 
other for two turns — too long a delay with the crisis 
of the game impending. 

Darius is worth more morale, but the Greek 
player is right to go after the baggage camp instead. 
The cavalry units that remain there are too much of 
a threat to ignore, and with the Persians deploying 
into the hills there is a chance thai if the Greeks do 
not take the baggage camp soon they will not get it 
at all. 

The rest of the Greek move is good also. The 
phalanx shift gels from the cavalry and closes in on 
the infantry, both of which are desirable. The only 
problems are at the end of the left flank — the Greek 
light infantry cannot withdraw fast enough and has 
to stay out where it is vulnerable, and the Greek light 
cavalry is still circling harmlessly away to the south. 

DEGRESSION: At this point the Greeks have 
done well, but they are still in trouble. Their 
momentum depends on the attack on the right, 
where they are short of units: on their left they are 
just about out of time — and just because the Persian 
attack is very very late does not mean that it will be 
any less devastating. 

The Greek position is bad, but the morale 
situation is beginning to dominate the game. It is a 
race now — can the Persians exploit their good 
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Greek Turn 4: The Greek response is to AV the Susian and Coelo-Syriari cav with rear attacks while on the 
right flank the Royal Companions eliminated theTapumn cav with Javelin support at 7-1. The Thessalion 
Cav likewise charged the Indian Cav and with support from the 2nd Hvpaspists & Balacrus Javelins 



succeeded in gaining a '/? DE at 5-1 odds. The inverted Indian Cav withdrew to U23. The Persians m their 
half will limit their attacks to A V rear attacks against the Greek Allied Horse and Allied Light an exchange 
gratefully accepted. The Morale after Turn 4 is Greek; 20. Persians 12'/.! 



position before their morale breaks? With these the 
Slakes, the failure of the attack against the baggage 
camp is a particularly harsh defeat fur the Greeks. 
With the Greeks close, the Greek position bad 
and the Persian morale collapsing, the Persian 
choice is clear: the turn of battle is here. 

PKRSIAN TURN 5 

Unfortunately, he got a melee from his attack on 
the baggage camp; of course that is better than 
elimination or retreat. 1 can only hope that after my 
counterattack, I am still in possession of the camp. 1 
will certainly be lucky to be in possession of it by this 
time next turn. 1 must now rely on luck to save me; 
this is a prima facie indication that I have misjudged 
the position and made a poor decision. The error 



was in withdrawing too many forces from my left 
flank. 

I am now fighting on the third table. Among 
other things 1 am now required to keep two of my 
commanders with the two mercenary phalanxes. 
Only half a point. "My empire for half a point," we 
can hear Darius crying. Time, lime is crucial, lam 
definitely losing the race between my decline and 
loss of the baggage camp and hitting his left flank. 

PERSIAN TURN 5 

The Persian cavalry is so far away thai it must 
attack a narrow front frontaily, but it is a start. 

Department of strange opportunities: in the 
north, the Persians actually have a 1/3 chance of 
destroying A lexander with a frontal attack ! Instead, 



the Persians are deploying into the hills. They must 
attack! Now! They might even save the baggage 
camp if they attack the missile units — but they do 
not. Unfortunately, the Persians are still not 
bringing up their units at full speed, and he is not 
even using all his strength in the attack — the other 
archers would be a considerable help in whittling the 
Greeks down for the next turn's attack, and they 
would give the Persians additional chances to 
eliminate Greek units and raise the Persian morale. 

Finally, the Armenian Cavalry is left vulnerable 
to an A V attack. The Greeks don't have enough 
cavalry nearby to exploit it profitably, but it is a 
placement error. The luck of the dice: So far, the die 
rolls in the game have been remarkably even. This 
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turn, however, the rolling is remarkable, .and has a 
major effect on how the same comes out. With three 
shots the Creek archers hit three Persian horse 
archers— a I in S chance! The Persian eounterflre is 
also lucky and wipes out one whole Greek missile 
unit. However, the Odrysian cavalry escapes. 

The overall result might seem 10 be only slightly 
in the Greek favor, except for the Persian morale 
situation. A mass exchange of lucky fire is what the 
Persians cannot a/ford! They will drop to table J,' 

As a result, in the attacks in the north the Persian 
desperately hopes to cause Greek casualties without 
taking any losses himself. So, even though he could 
wipe out the Agema Hyaspists, he elects to settle for 
a melee. His luck does not come in. however: there 
are no Greek casualties. The Persians are at 9'/i — 
table J. versus table I for the Greeks. 

Greek Move 6: 

This move may be a mistake, bul 1 think 1 see a 
way to end it quickly. I can punch a hole in his 
cavalry front and wipe out some of his horse 
archers. Then too, 1 want to use the phalanx 
immunity and his being on the #3 morale table to 
attack his heavy cavalry. I am not at all sure about 
this; it might be better to take my time and go after 
his infantry and phalanxes. If I gel the baggage 
camp and enough units, 1 may win this turn. It was a 
disappointment not to get it on his counterattack. 
There is no escaping the fact that were it not for the 
morale considerations he has an overwhelming 
position. I can put him in a double bind; if his 
commanders leave the mercenary phalanxes, they 
desert. If they stay with them, they may desert 
anyway and leave the commanders unprotected. Of 
course, I have to be careful of a possible suicide 
attack on Alexander. 

I used the Agrianian II Javelins in a direct attack 
hoping that an exchange would give me the chance 
to wipe out his archers completely, and failed. (A 
melee would have been useful, too.) Overall, 1 was 
not too lucky this turn, although I did get the 
baggage camp. Now he has to scramble just to get 
his morale back above zero, and he faces the double 
bind mentioned. He will smash the cavalry on the 
left wing, ol course; the question being whether that 
will be enough. 

GREEK TURN 6 

With the Persians on table 3 and the baggage 
camp about to fall, the Greek player is faced with a 
hard choice. He can make a massive onslaught — 
concentrating on the Armenian Heavy Cavalry — in 
hopes of destroying the Persian morale in one blow; 
or he can fall hack, rely on the fact that he is nearly 
invulnerable to normal attacks, and try to whittle 
the Persian morale down to table 4, followed by 
defeat over the next few turns. 

The key to the solution is the fact that the only 
effective attacks the Persians can make now are A V 
attacks. The Greeks should maneuver to avoid these 
attacks above all. and the game will almost fall into 
his hands. 

But it is so tempting to attack. , . 

. . .And the Creeks charge. The attack is well 
executed, except that the Greeks should have 
retreated the surviving half-cavalry units (Saca 
A rmored and the Persian Horse Guards) away/row 
the Greek flank and advanced the Odrysians into a 
blocking position. Barring that, they should have 
made sure Parmenion was guarded. The Agrianian 
II archers could have done that, instead of being 
sacrificed for no reason on the front line — after all. 
every unit that could be saved is less morale for the 
Persians. (Notice that the deadly Odrysian unit 
would not have been available if it had not escaped 
the Persian attack, incidently.j 

In the north the Greeks should attack en 
masse— after all, the point of the suicide attack in 




Fenian Turn 5: The Greeks made three attacks in their turn; 
eliminating the Indian cav with Paeonian at 2- and advancing to its 
present position. The 2nd Kypaspist. Agrianian and Balacrus 
Javelins allocked Sittacenian in the Persian baggage camp at 2-1 
drawing a Melee result- Agema & the 3rd Hvnaspist attacked the 
Susian infantry at .VI and sent it packing minus a step for a total gain 
Ol I morale point while costing the Persians two. 

The Persian right finally charges but the Macedonian missile 
force* take away much of the punch with lethal defensive fire The 
Cretan archers knock a step off the the Parthian Horse Archersat I - 1 
as do the Macedonians against the Persian & Scythian Nomads Horse 



Archers. The Agrianian & Balacrus Javelins loose a 2- 1 volley on the 
Uxian infantry with no effect. 

All the Persian Horse Archers concentrate fire on the II 
Macedonian archers and eliminate them at 2-1. The Saca Armored. 
Persian Horse Gds. & Mardian archers eliminate the Thracian Light 
in a 7-1 charge forcing the Achian Mercenaries to retreat to Q19. 2nd 
Bactrian forces back Odrysian to Q18 at 5-1 . The Persian Foot Gds, 
Gk Mercenary & Arachosian infantry with Darius in Low manage 
only a melee from their 3-1 on the Agema Hypaspist, Back in the 
Persian baggage camp the Sittacenian infantry manage to prolong 
their melee with a 1-2. Morale at end of turn 5: Greek 19'^. Persians 
9'/:. 




Greek Turn ft: The Greek phalanx' enter the bunk- against the Persian 
right. The Dahae Horse Archers defensive fire takes a step out of the 
charging Cav 1 in a 1-1 missile attack one of the few bright spots in 
an otherwise dismal turn for the Persians, The Macedonian archers 
eliminate the Scythian Nomads at 2-1. Charges from lancers. Royal 
Companion II, & I hessalion II AV the Armenian Hvy, The Odrysian 
cav then rakes the Parthian and Persian Horse Archers from behind 
in un AV, 

Elsewhere things go better tor the Persians. The Agrianian 
Javelins are repulsed in a l-l on the Macedonian archers and retreats 
to M._ I Cav I & the Thracian I i attack the Median cav at 2-1 forcing 
them to retreat \o LI7. The attackers advance into The vacated hex 
and take up a defensive posture. The phalanx' draw their first hlood in 



2-3 attacks against Saca Armored & the Persian Horse Gds costing 
both a step. The Greek II phalanx, attacks the Persian infantry at 3-1 
forcing it to retreat to N25. The Agema Hypaspist is repulsed in its 1-2 
vs the Persian Foot Gds and retreats to Q22 with the Persians 
advancing into the won ground. Royal Companion 1 charges the 
Arachosian infantry at 6-1, inverting it. and forcing it to withdraw to 
N24, 3rd Hypaspist loses a step in its 1-2 vs Darius and the Greek 
Mercenaries, but the clincher comes with the fall of the Persian 
Baggage Camp. 2nd Hypaspist, Agrianian and Balacrus Javelins 
force the Sittacenian infantry back 2 to S.24 with a 2'l attack. The 
Hypaspisls advance to occupy the camp. The Greek move has cost the 
Persian 13 morale points forcing him to retaliate strongly in his half 
just to slay on, the board. 
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the south was to maximize casualties. The phalanx- 
es should hear down — but they do not. There is even 
another chance to get Darius —hut the Greeks pass 
it up. 

A suicide attack in the south and weak attacks in 
the north — the Greeks have almost given the game 
away on this turn. They have maximized the few 
remaining Persian advantages, and now time is on 
the Persian side again; hoiv long before the Persian 
cavalry will carry all before ii? 

Die rolls: But again, luck steps in for the Greeks: 
the baggage camp falls. This might make up for all 
the Greek problems . . . 

PERSIAN TURN 6 

Well, he got the baggage camp; he would have to 
be unlucky not lo do so. lam now minus thirteen on 
the temporary morale table! It looks pretty 
hopeless; nevertheless, 1 will execute the long 
desired and always delayed attack on his left. I 
doubt that this attack will save the game for me, 
given my hopeless morale situation, but perhaps this 
attack can show how devastating a solid attack 
against an exposed flank can be. Most of the 
victories will of course be automatic; they have to be 
given that lam on table three while he is still on table 
one. If 1 had won the race by one turn, then 1 believe 
that I would have better than even chances given this 
attack of winning. My opponents skill (certainly) 
and possibly my own lack of it combined with slight 
bad luck, however, prevented me from making this 
attack a turn or two earlier than the time when my 
camp falls and the bottom falls out of my morale. 

As can be seen i destroyed nearly a third of the 
Greek army on this turn. It is too late. He will kill 
Darius on the next turn I am conceding. 

PERSIAN TURN 6 

Here come the Persians! The attack wipes out 
the Greek left in inspired fashion. Despite some bad 
die rolling — none of the Persian conventional 
attacks caused a casualty — the Persians claw 
themselves back near table 3. 

But . . . he left Darius on the front line, on top 
of a mercenary?! Oh-oh. . . 

Tlte Persian mercenaries desert. 



Greek Move 7: 

This does it. I almost threw the game away with 
that last move of mine — not the idea, but the details. 
There were two distinct blunde — first of all. there 
was no need to leave Parmenion on the Mercenary 
phalanx since there was no chance of desertion; then 
1 should have taken a step from my Achian infantry 
and completely eliminated his 2nd Bnctrian cavalry. 
That would have prevented the rear attack. 1 came 
out of it in good shape because of his morale 
problems; attacks on table #3 are not good no 
matter what the odds. Now he is down to table #4, 
which gives me even better odds. And the desertion 
of his mercenary phalanxes guarantees me the win. 
He gambled (correctly, I think) on being able to 
keep them; now his commanders are naked. 

My move is by no means the best possible; it is 
the obvious one. It wins the game this turn, so I did 
not bother to look for better. Note that it assumes 
that a lone commander does not even block entry 
into a hex, being eliminated without preventing 
other combat. The important point is the elimina- 
tion of DARIUS; the attack on the Persian phalanx 
is just added insurance. 1 could probably get Bessus 
instead of the phalanx. I am certain to cost him 
more than a dozen morale points, while the 
formation I have set up prevents him from gaining 
much back. Since he attacks on table #4, he needs 
better than 5-1 on each battle to have a chance. My 
defensive fire will probably cost himanother couple 
of morale points. 




Persian Turn 6: The Persian unleashes a flurry of A V attacks against 
the Greek left but it may betoo late. The victims include: the Thracian 
Light (8-1: 1st & 2nd Chariot): Cav 1(104): Albanian & Mesnpntami- 
irij: Lancers (&-) Median): Royal Companion II (7-1: 1st Bactrian. 
Caucasian Archers): ThessaLion II (10-1: Cappadocian Hvy); Cav II 
(64): Saca Armored): Vi'teran Mercenary & Parmenion (8-1: 2nd 
Bactrian, Persian Horse Gds. Mardian Archers). Agriariian 11(12-1: 
Arabian II. Gcdrosian. Median. Cartas infantry): Odrysian (3-0: 
Dahae); and the 3rd Hypaspist (7-1- Persian Ft Gd, Greek Mercenary 
II, Casusian infantry). 



In conventional attacks the Persians low morale prevents major 
gains. The Persian cav advancing over the AVed remnants of Cav II 
attack the Macedonian archers at 5-1 and force a retreat. The 
Hyrcanian cav's 3-1 attack on the Cretan archers is repulsed to R 17 
The 3rd & 4th chariots lose a step in their 3-1 on the Achian 
Mercenary In defensive missile fire the Balacrus & Agrianian I 
Javelins extract a step from the Cadusian & Usian infantry in 1-1 
attacks. Turn 6 ends with the Greek left nowhere in sight but the 
Persian morale reduced to 4 and the worst table while the Greek 
morale remains high at 16 The Persian Mercenaries desert. 




Creek Turn 7: Alexander circles what's left of his center and rides down Darius on his right before the 

Persian throws in the towel. The Greek 1st Phalanx eliminates (he 2nd Bactrian Cav at 9-1; the Cadusian 
infantry is AVed at 7-1. enabling theThessalion Cav to take the Persian Ft Guards from the flank while the 
Royal Companions attack frontally— extracting a step loss. 

The Mardian archers take a step loss in their volley exchange with the Cretan archers. Coenus eliminates 
Gedrosian at 5-1. Craterous eliminates Coelo-Syrian infantry at 5-1. The lllyrian phalanx takes a step out of 
the Babylonian infantry at 3-1. No other attacks result in losses. 



GREEK TURN 7 

The Greeks pull il out with a last, weak mass 
attack — the Persians just cannot gain back that 
much morale if they eliminate everybody in reach,' 
Except. . . 



PERSIAN TURN 7 

Well, the Persians surrender anyway, so it 
doesn't matter. But. they did have one last 50-50 
chance of winning the game (which just goes to show 
you how strange a game ALEXANDER is— and 
how close a game this was). 
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Consider: if she Dahae go so P20 (which the 
Greek player should have blocked, incident!}) ami 
attack Cralerous from the flank, and the elephants 
go to M22 and charge, aided by two commanders, 
and the Mardian archers join in to make it a 3-1 — on 
table 2, because of the commanders. . .then a 2, 3, or 
4 die roll would win the game. . . 

But the Persians surrendered, 

Creek Summation: 

The Persian player resigns without moving. The 
results of my 7th turn combat cost him 19 morale 
points, making it necessary to gain a minimum of 
I5 1 /; points on his riposte in the game. This requires 
the elimination of every combat unit I have, an 
obvious impossibility. The alternative, eliminating 
Alexander, is not possible since the best he can 
manage to get on that phalanx is a 1-2 attack on 
table #2 (using both commanders). This combat has 
no wins for him. 

His first move pretty well set the stage for this 
result. Once he has his infantry out of position, I was 
able to gain enough of a morale advantage to make 
it almost impossible for him. Even my blunder on 
the sixth turn did no more than give him an outside 
chance. It is an interesting demonostration of one of 
the facets of the game; the fact that the early non- 
combat turns are so important in deciding the 
winner. It is also a clear demonstration of the 
importance of a morale advantage; as shown by the 
way this carried me through his sixth turn attacks. 

PERSIAN SUMMATION 

My biggest error was made on the first turn. 1 
undcrcomrnitted to my own left flank. I needed 
more infantry and cavalry— two of each type in 
order to hold out. Possibly 1 should have remained 
defensive and not attacked him when I did, but 
given the weakness of left flank 1 thought 1 could 
delay him longer by attacking rather than standing 
and defending. He screened off my massive right 
wing attack by keeping his forces just out of my 
reach, but close enough so that he could deliver a 
heavy attack if I pressed him too much. He knew 
that I would not want to take the first heavy blow. 
This was the key to his very successful screening of 
my right flank. Perhaps another error was in not 
being willing to take that first knock. Afterall. 1 
would probably have still been superior to him and 
thus could probably deliver just as heavy a counter- 
blow. The only fact which helps here is that the side 1 
played also lost and did not even kill off the Greek 
sub-commander — Alexander did that later while 
drunk. Thus 1 did do belter than Darius, but then 
that isn't saying much. 

SUMMARY 

ALEXANDER is an unforgiving game, and 
nobody ever plays a perfect game. The nice thing 
about ALEXANDER (if you have strong nerves, 
that is) is that every mistake, no matter how subtle 
or small, comes back to haunt you— there is just not 
enough lime to recover. 

The Persians made their mistake with the little 
cavalry expedition into the teeth of the Greek 
advance. It cost morale that, ultimately, could never 
he regained. 

The Greek error Has scattering their cavalry, 
thereby reducing their attack potential. In the end 
this did not destroy them — largely because the 
Persians were so slow to deploy. Of course, the 
Greeks almost did give the game away on turn 6. but 
he knew what he was trying to gain, and he was 
witling to pay the price — and it might have won the 
game right there, if he had been just a little more 
careful with his placement. As it was, though, he was 
lucky to win— lucky at the baggage camp, lucky to 
get Darius. 

It was a very close game. 



Might-have-been department: during the game both 
sides had chances to wipe out the other's leader — 
which, the way things worked out, would have been 
immediately decisive. Darius was vulnerable on 
turns 5 and 6, and Alexander was vulnerable on 
turns 5 and 7 An interesting point about ALEX- 
ANDER: guard your leader.' He is every inch the 
King of chess, hut in ALEXANDER no one calls 
check. 

Now lei's look at the chancier decisions in the 
game. The big Greek attack on turn 6 was meant to 
drive the Persian morale down; actually, combined 
with the Persian counterattack, the Persians gained 
'?2 a morale point. Similarly, the Persians attacked 
on turn 5 to gain morale; they actually lost a point 
even ignoring the immediate Greek counterattack. 

Finally, it must be said that the Greeks had 
belter luck, not so much on their own attacks but in 
the bad luck the Persians had. One or two extra 
victories almost anywhere in the game would have 
kepi the Persian morale on a higher table — and in 
the end, it was the morale drop — and the conse- 
quent loss of the Persian Mercenaries— that lost the 
game. ,-> 



OUT OF THE CLOSET 

"Geez, it's stuffy in there, and besides, you 
can't even see the player cards in the dark. ] wish 
those mea n old wargamers would let us play in the 
clubroom like normal people." 

HOW OFTEN HAS THIS HAPPENED TO 
YOU? You're a sports gamer, and you want to be 
recognized but you've got no place to go. Well, 
good news! Pretty soon Avalon Hill will have a 
magazine just for you, and you won't have to hide 
in the closet any more. We haven't got a name yet, 
but we've got plenty of great ideas. 

One thing we could use. however, is YOU. If 
you consider yourself an avid sports gamer, drop 
us a line. Maybe you'll just tell us what you'd like 
to see in the magazine. Or tell us about your club 
or league. Who knows, maybe you'll have an 
article that we want to publish (and pay you for, of 
course). 

Come on out of that closet, and gel in touch 
with us. Write to me, B.C. M illigan. Sports Editor, 
The Avalon Hill Game Company, 4517 Harford 
Rd.. Baltimore, Md. 21214. 



NEW KINGMAKER EVENT CARDS 



Are your KINGMAKER games getting a bit 
dull? You can spice them up with the new Event 
Cards described elsewhere in this issue. Avalon Hill 
is making available in a special expansion kit a new 
deck of 48 Events cards including 25 printed 
Treachery, Gales At Sea, Refuge, Vacillating 
Allegiance, Catastrophe, and'Royal Death cards as 



well as 23 blanks for use in your own variants. The 
entire deck is backed by the same rich 
KINGMAKER design which makes the game such 
a joy to play and cards from lh<: two decks will be 
indistinguishable from the rear. This special card 
deck is available for $2.00 plus postage. Maryland 
residents please add 5% sales tax. 



AN IMPORTANT NOTICE TO 
ELITE CLUB TICKET HOLDERS 



Good news for Elite Club members. From now 
on your Elite Club Discount coupons are good 
towards the Mail order purchase of any Avalon 
Hill game direct from Avalon Hill -not just the 
Mail Order only variety. 

Discounts are applicable only to those mem- 
bers of the Elite Club who staple their 1977 
calendar year Elite Club ticket to their order. Used 
or lost Elite Club tickets are not replaced under 
any circumstances. 

You too can become a member of the Elite 
Club. To qualify you must place a mail order for 
any six Avalon Hill games. No discounts apply to 



this qualifying order. When placing such an order 
be sure to ask for your Elite Club membership 
card/tickets to insure we don't forget. 

You'll then be a lifetime member of the Avalon 
Hill Elite Club & eligible for discounts on mail 
order only games every year for the rest of your 
life. (Providing you don't lose your membership 
card.) 

This offer does not include a free subscription 
to the GENERA /,. and is not to be confused with 
the initial offering made in 1 974. Your game order 
must total at least S50 to qualify you for 
membership and can not include any game more 
than once. 



GENERAL RETAIL DISTRIBUTION 



If you own or manage a game outlet and are not 
stocking the GENERAL you may be missing the 
boat on what has proven to be a very effective sales 
aid at the retail level. Your first order is mailed to 
you automatically in its own attractive display case. 
Thereafter you receive bi-monthly shipments of 
whatever quantities you care to keep on standing 
order (minimum of 6 copies please). Want to 
increase or decrease your standing order -fine, just 
drop our circulation manager Ms. Zombro a note to 
that effect. You'll be billed automatically for each 
shipment. Take up to 30 days to pay for your order 
under our standard 2/ I0EOM terms. Furthermore, 
we're so sure you'll be happy with the GENERAL 
that we'll guarantee their sale. If, after 90 days, you 
can't sell them, return any remaining copies for full 
credit. 

All dealers earn 50% discount on orders of 6 or 
more. Wholesalers ordering in quantities of 144 or 




more earn 55% discount with FFA. Complement 
your games section now, order the GENERAL 
today. Direct all bulk rate inquiries to the attn. of 
Ms. Gertrude Zombro c/o Avalon Hill. 
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A SQUAD LEADER PREVIEW 



THE BUILDING OF SQUAD LEADER By John inn 



We were quite pleased to add John Hill to our 
stable of free lance designers as he practically 
invented the breed of third world designers. His 
games VERDUN, KASSERINE PASS. OVER- 
LORD, HUE, and JERUSALEM have all been 
accepted in the realm of professional game design as 
imaginative efforts but he realty set the scene for 
"non-professional" designers with the publication 
of BAR LEV — widely acclaimed as the best post 
WWII wargame by many even now. He expects, as 
do we, that the combination of his unique design 
talents with AH graphics excellence and develop- 
ment aid will result in a new level of gaming 
sophistication in the form of the soon to be released 
SQUAD LEADER. 

As the GENERAL is not a full color magazine 
we cannot illustrate the board as we would like but 
have included a sampling of the counters John refers 
to. The difference in counter size is not only 
attractive but functional as vehicular counters are 
not allowed to stack and their increased size makes 
them readily differentiated from the infantry 
counters. We hope you enjoy this sneak preview of 
SQUAD LEADER which is just now going into 
final playtesting. 

In many respects SQUAD LEADER was not 
designed but built. The difference is subtle, but 
significant in terms of game evolution. Often, when 
a game is designed the designer knows fairly well 
how everything is going to "go" before he even sits 
down at the typewriter. In his mind, he decided that 
"this" system would work for movement, this for 
combat and such and such for supply. Mentally, he 
then simply plugs it all together and out comes 
"game". Unfortunately, the vast majority of games 
are generally done that way. The net result is that the 
"designer" dumps on the "developer" and "playtest- 
ers" a complete new child. These folks then knock 
off the rough edges, add a bit of polish and "POP" 
out comes another game . . maybe, 
good . . . maybe bad. 1 have been designing games 
for some time, most were good, and one was great. 
BUT, I rellly knew that there had to be a better way. 
And in SQUAD LEADER we found it. 

Looking back a bit at one of AVALON HILL'S 
more successful games, TOBRUK we saw the very 
great advantage of the "programmed" approach to 
guide the gamer a little at a time into what is a very 
complex game. By building up the complexity, not 
just by rules, but by ascending scenarios, a person 
soon had logically "built" an understanding. In the 
wargamers mind, the understanding of TOBRUK 
was "built", not presented. Here, I felt was a good 
way not just to "present" a game, but to design it. A 
very firm, solid game system would be created that 
would have enough flexible handles that any 
combat effect could be simply plugged in or out like 
a replaceable module. In many respects even though 
this would lend itself to a "building" technique the 
overall construction techniques that were to be used 
had to be thought out in advance though the 
particulars could be left to a later date. This idea of 
building a game through "programmed design" had 
intrigued me quite a bit and I had developed a 
number of systems that would lend themselves to 
this methodology without really having a particular 
game design problem in mind. So, the basic system 
vehicle for SQUAD LEADER actually was fairly 
well done even before the idea of an infantry World 
War II game was decided upon. 

The first step was in defining what both 
AVALON HILL and 1 wanted in the game. After 
some discussion the following objectives were 



generally agreed upon. SQUAD LEADER was to 
be a "basically simple" game that could be "gotten 
into" quickly. It had to have a high emphasis on 
payability with ready access to "playing data". We 
would avoid the usual polyglot of different tables 
and charts and confine ourselves to one basic 
systems chart that would calculate the effect of 
everything. All basic player info would be contained 
on one sheet, printed both sides. Bookkeeping 
would be kept to a minimum. Graphically, it should 
be the most "visually descriptive" game ever printed. 
AND within all these pre-set parameters of 
payability all the following effects of infantry 
combat must be portrayed: 

1. Firepower differentials between different 
squads. 

2. The effect of differing ability of individual 
NCOs and leaders. 

3. Effect differences between all main infantry 
type weapons. 

4. A morale system that would capture all the 
subtle psychological differences in different nation- 
alities, situations and types of cover. 

5. The effects of armor in an infantry environ- 
ment must be realistically portrayed, but the effects 
of armor vs. armor could be simplified. 

6. Mechanical reliability of armament by na- 
tionality, 

7. The game must show the concept of leader- 
ship as it portrays probable tactical success. 

8. The game must show how as key leaders of 
squads and platoons become casualties the overall 
performance of an entire battalion suffers. 

Now. all those nice realistic effects have been 
captured and portrayed before, BUT never under 
the very strict playability standards that were clearly 
defined prior to listing the "realism standards." And 
both Don Greenwood and myself agreed that we 
would both become quite strict if either I, as the 
designer, or he, as the developer, attempted to water 
down the "playability" and "reference ease" stand- 
ards that we originally set down. Compromises, 
could and would be made, only with great 
hesitation. SQUA D LEADER would primarily be a 
"players game." 

And that's how it began. For such strict 
standards, the programmed design technique 
would indeed be tested. Then bit by bit it was 
constructed. A unique "FIRE EFFECTS" table was 
set down that captured all the possible variety of 
firepower intensity with its attendant effect on 
soldiers* lives and morale; it showed not just "morale 
checks" but degree of morale checks. The effects of 
all weapons from flamethower, to sub-machine gun, 
to a I50MM shell burst were able to be quickly 
resolved without chart shuffling or endless cross 
references. Even the differing tactical ability of 
individual leaders and "better shots" was easily 
plugged in. All these effects are portrayed in a 
"Combat Results Table" no more complicated than 
that of AVALON HILL's classic; BATTLE OF 
THE BULGE. The clearness of the system is a real 
breakthrough. Th ough, in all honesty, it was only 
achieved after discarding roughly three dozen other 
attempts. So this was the first step. 

The next step was the very specific game boards 
in terms of "what it actually is". SQUAD LEADER 
has a city, and what a city it is . . . complete with 
sidewalks, sewers and random sized and structured 
buildings all in full color. Hence Line of Sight 
definitions take on new meaning. Instead of hexes 
and hexside blocking fire the gamer will actually 
have his "sight" blocked by that "building's 



corner . . . that little shed ... or that hedge ... or 
that little porch sticking out from the chateau. Or 
out in the country your soldiers will advance 
through rows of waving wheat. It will not be 
abstracted ... it will be there ... in the hill 
country . . . there are mountains and cliffs that 
people can be cornered against ... all in all, 
SQUAD LEADER will have the most beautifully 
detailed, relevant terrain features of a board game to 
date. On TOBRUK we spent a fortune researching 
the charts. On SQUAD LEADER, we spent it on 
the boards. And counters, well, the individual 
NCOs and officers have been distinctly created. 
Even their silhouettes on the counters have distinct 
personalities. 

We then had the nice clean system we had 
demanded, and the total graphic presentation that 
would bring the game to life. And then we started to 
"build." After a few "frictions" as Don and I got to 
know each other's game philosophies and tech- 
niques the building went faster and faster. But, we 
always kept the "programmed" technique in mind. 
In a forced attempt to perfect each separate segment 
before it was hung on the game skeleton it was 
presented individually. Each scenario was treated as 
if "it" alone was the game and hence we focused on 
it. To help Don and his playtesters "focus" on each 
segment I developed each scenario in sets of three. 
Hence, the American scenarios were not even 
started until all the earlierones along with their own 
special rules were de-bugged. This often led to 
impatience as both of us felt the urge to "get on" 
with it. But, each brick, in the game we were 
building had to fit. All combat effects still had to "fit 
back onto" the already defined FIRE EFFECTS 
TABLE. When it came lime to introduce flame- 
throwers and demolition charges the "quickie" 
temptation was to say, "well, these are sorta special 
weapons . . . lets look up the specs and make a 
special table for them". That would have been the 
easy way but soon we would've been up to our necks 
in "special tables". So, we forced ourselves to relate 
these weapons to what we had already defined, in 
terms of game system. In terms of work, it means 
more, but in terms of playability it was a most 
worthwhile discipline. The basic structure with 
almost no change accepted each new "building 
brick" as the game progressed. This was the whole 
point, every new wrinkle whether it be Quad 50 
machine guns, a minefield or an artillery barrage 
had to plug into the same INFANTRY FIRE 
TABLE as a light machine gun. And it did. 

The final "crowning" touch of modular "plug- 
ging in" was the final little effect of buildings on fire, 
having the fire spread to other parts of the buildings. 
The question of when to "roll for it" naturally came 
up. 

Way back in the beginning, when we created 
SQUAD LEADER'S "Phase System" we decided 
that all moving squads would fire in the ADVAN- 
CING FIRE PHASE. It was one of the basic 
structural points of the SQUAD LEADER system. 
And we now had come to the last little point. We 
then simply said that to see if a fire in a building 
advances . . . roll in the ADVANCING FIRE 
PHASE. Hence, the last "designed" element of the 
game beautifully dovetails into one of the first. This 
then, was how we designed SQUAD LEADER. 

What can you expect when we unveil it at 
ORIGINS III? We've already mentioned how its 
four isomorphic boards would be scenically 

Continued on Pg 34, Column 4 
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A.H. Philosophy . . . Continued from Pr. 2, Col. 3 

instances. This resulted in the diagram on page 
6 making little sense Try to visualize the red fire 
lines on that page as 7a" lower until we can get 
you a revised 2nd edition. Don't worry — the 
revised editions will be provided at no charge to 
original purchasers of the game. 

CAESAR-ALESIA has been transferred to the 
retail division due to a good sales record and fine 
reviews. It is already in its second edition with 
slightly amended rules, and should be arriving in 
your outtets by September. 

Making its debut as an Avalon Hill title this 
fall will be Gamma Two's NAPOLEON. 
NAPOLEON is the third and best of a three game 
series of wargames by this Canadian company 
which has pioneered one of the most innovative, 
playable and enjoyable game systems the hobby 
has yet seen. Put briefly, NAPOLEON utilizes 
quality wooden playing pieces to incorporate 
both step reduction and "fog of war" uncertainty 
in regards of your opponent's move. The three 
dimensional wooden blocks are stood on end 
with the type (infantry, cavalry, artillery, horse 
artillery) and strength visible only to the owner. 
The opponent sees only the standard blue, red or 
green back of the unit until he moves his pieces 
into the same area for battle. Each time a unit 
takes losses the square tile is flipped clockwise 
to reveal its new strength Combat resolution is 
simple and faintly reminiscent of WAR AT SEA, 
although more sophisticated and realistic. The 
overall effect is that of a short and very enjoyable 
operational level game that even one's wife 
could readily understand. We'll limit our 
development of the game to minor cleansing of 
the rules and addition of playing aids such as a 
battle resolution card and perhaps a roster pad. 

Another outside design which will see AH 
release this fall is Battleline's SUBMARINE 
game which we'll develop and re-dub U-BOAT. 
The Battleline people are the ones who first 
designed our WOODEN SHIPS & IRON /WF/Vtitle 
and SUBMARINE is a similar design approach 
which is even more enjoyable due to the wide 
variance in play created by WWII weaponry as 
opposed to the age of sail. The wolfpack 
scenarios have proved to be especially enter- 
taining as a multi-player game. Mick Uhl will 
handle the AH development chores on this 
release and the revision could prove extensive. 
For all of its enjoyable qualities, SUBMARINE 
suffered from poor graphics, organization, and 
more than a few historical inaccuracies due to 
the original designer's haste. Our more leisurely 
development of the same title should correct 
Steve Peek's original faults and bring out the 
true brilliance of his game system. We'll also be 
adding extensive Campaign Game and Random 
Scenario sections while improving the already 
novel submarine hidden movement system. 

Before the Rising Sun proved to be our most 
popular seminar at ORIGINS. Larry Pinsky 
packed them in and held over 100 Pacific war 
enthusiasts spellbound for two hours with an 
ongoing description of his yet to be published 
design. So eager was their anticipation that 
many indicated a willingness to pay $25.00 and 
up for the game. But you'll just have to be patient 
a while longer. THE RISING SUN is as close as 
we'll ever come to a monster game and has 
scored the highest on our possible titles survey 
so we're not about to botch it with a rushed 
effort. 

THE RISING SUN has spent a relatively long 
time in the preplaytest stage The reason for the 
long development process is the enormous 
difficulty in attempting to capture the essence of 



a situation that spans the limits from the 
extreme strategic to the extreme tactical. The 
original motivation was to design a game that 
accurately presented the strategic sparring in 
the Pacific while still maintaining a strong 
tactical flavor when it came to combat. The game 
as it now stands, at the beginning of its 
playtesting. has succeeded. It remains to be 
seen just how playable the mechanics wind up, 
and how long it takes to play a campaign 
scenario. 

The game turns represent two weeks of 
actual time and each contain 2 identical Naval 
Operations Phases. There is a very workable 
hidden movement system that does not require 
any written record keeping. The strategic 
movement is almost entirely executed with Task 
Force substitute counters and with a Task Force 
Organization Display, to keep the Task Force 
Compositions straight. The game is strongly 
slanted toward the use of substitute counters in 
all aspects. All of the ships down through light 
cruisers are included in the game as individual 
units. Destroyers and transports are 
represented as Divisions and Half Strength 
Divisions, and are freely exchangable. There is a 
Hit Record Pad to record damage suffered by 
ships. The mapboard uses a scale of 150 
nautical miles per hex and extends from Hawaii 
to India and Ceylon, and from the Aleutians to 
New Zealand. The commonwealth and Chinese 
units are included, and the Campaign games 
contain the entire scene, including land combat. 

The initial hope was to provide a Pearl Harbor 
to Hiroshima game, but to keep the game to 
reasonable size, the published version will only 
run through early 1944. It is currently planned to 
have a mail-order "extension kit" available 
when the game is released that will contain 
additional counters, rules and scenarios, taking 
the game through 1945. The relatively un- 
balanced situation during the last year and a ha If 
of the war means that there are relatively few 
interesting scenarios excluded from the 
published version. The game will contain 
scenarios presenting "mini-games" that 
recreate virtually all of the surface actions and 
major carrier air battles of the war. These mini- 
games will take anywhere from 10 to 60 
minutes to play and will mostly involve the 
tactical portion of the game system. If things 
continue as now scheduled, the game should be 
released in the spring of next year. 

AREA MULTI-PLAYER RATINGS 

Over the past few years Avalon Hi II has come 
up with several games which have the capacity 
for being played as, and in some cases are much 
better as, a multiplayergame. Unfortunately for 
those who prefer the multiplayer style of play 
and happen to be interested in the AREA rating 
system, there has not been a method for 
incorporating the rating of these games into the 
AREA system due to the many irregularities 
involved. The following narrative, however, 
comprises a system for rating the multiplayer 
game. It can be utilized either in team competi- 
tion, such as that found in WSIM, or in the "sole 
winner" multiplayer game, such as 
DIPLOMACY and KINGMAKER. 

To have an AREA rated multiplayer game you 
only need three ingredients: a suitable game, a 
bunch of players, and someone who will act as 
the "Qualified Moderator" (QMj and record the 
results. Oh yes, one must also have a system 
that can handle the irregularities and present 
the final results to the AREA technicians in 
acceptable form. So here goes . . . 



Each player must know his AREA rating at 
the start of the match and submit it to the QM. 
(Note: In this system a player's ratingatthe start 
of the game is used.) The QM then finds the 
average player rating for that game by adding all 
players' ratings and dividing by the number of 
players in the game. Once this has been 
accomplished, the QM establishes a "point 
pool" where each player contributes to the pool 
that number of points he would have given up 
had he lost to a player with the average rating. At 
the conclusion of the match the point pool is 
distributed evenly to all participants in a draw or 
given outright to a sole winner. Simple yes, but 
this system, as you might expect, has the 
inevitable exceptions. 

The first is that when compiling the scores, if 
one of the participants is a Verified player, then 
points will be tabulated as if all of the players 
were verified, i.e., points contributed will be 
halved. This policy may be circumvented if and 
only if the QM receives in writing a statement 
from the Verified player that he will waive the 
Verified Player Stabilizer for this particular 
game. (Note: this statement must be submitted 
with the AREA rating slips whentheyareturned 
in.) The second exception is that if there is a 
possibility of a sole winner then the number of 
points contributed will be reduced by 40% This 
reduction, however, will not occur ifthegamein 
question was already reduced once due to there 
being a Verified player in the game; there can be 
only one reduction per game. Finally, to cover all 
present and future situations there will be a 
minimum and maximum level imposedon AREA 
points contributed and received. No player will 
contribute less than 20 points, and no player 
may gain more than 300 points for any one 
game. 

All of the recording, verification, and misc. 
paperwork will be executed by the QM, who by 
the way will not be allowed to participate in one 
of his own moderated games. QMs must be 
licensed, so to speak, before they will be allowed 
to perform this service. In order to be licensed, a 
prospective QM must come from the ranks of the 
"verified" players and be familiar with at least 
three Avalon Hill games. Also, they must be 
willing to contribute $1, to the current QM 
Coordinator to help him defray the cost of this 
project. Once this has been done, one need only 
follow the format laid out in the following 
paragraph to have a rated multiplayer game. 

(To prospective QMs) The participants in the 
game must give you, at the start of the game, a 
victory claim sheet that contains: (1) their 
signature: (2) their AREA number; (3) their 
current rating; (4) the name of the game; and (5) 
the date the game was started. (Note: If the QM 
cannot establish a player's current rating, either 
he or the player should write Ron LaPorte, the 
AREA technician, and request a rating check.) In 
a pbm game the QM Coordinator (NOTthe AREA 
technician) should be notified that a rated pbm 
multiplayer game has been started. This is a 
precautionary measure taken only for pbm 
games to protect the individual players should 
something happen to the moderator during the 
course of the game. If this procedure for pbm 
games is not followed, it could cause your game 
not to be accepted. When the game is com- 
pleted, the QM should attach the victory claims 
and any misc. information to a sheet of 8" x 1 1 " 
paper. Send this data sheet along with the name 
of who won (or who particpated in a draw) and 
how much should be added/subtracted from 
everyone's score to the QM Coordinator. (You 
should also include a stamped envelope.) The 

Continued on Pg. 34. Col. 3 
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Gentlemen: 

[ read with interest the article by Mark Saba 
in THE (J EN ERA L 13-6. I was especially 
interested in the TOBRU Jf— by-mail system 
suggested. As a player ofa TOBRUK PBM game 
using a similar system, 1 would like to make a 
suggestion regarding the fire system. 

The simultaneous move and fire segmentsare 
exceptionally good to use with the TOBRUK 
system but I feel the fire system should be truly 
simultaneous. To allow for such fire, each (urn 
should be divided into 15 two-second intervals. In 
two seconds, a shell from a P/ III J (for example) 
should travel about 20 hexes (i.e.. muzzle velocity 
= 825 msec, I hex - 75 m}. Under normal 
conditions, therefore, any shell fired should affect 
Us target within 2 seconds. This enables the 
construction ofa table of firing intervals for each 
rate-of'fire in the game. In the combat system,, fire 
is resolved in order for each weapon eligible to fire 
in that interval and the damage is noted. Thus, if 
Tank A K-kills Tank B in the first fire interval. 
lank B does not fire in the second even if 
scheduled to do so. Note that this eliminates the 
dueling rule because each weapon fires when its 
particular interval comes up. Using the stock 
exchange CRT suggested by Mr, Saha requires 
only listing the units in order, then resolving the 
fire by that order in each interval. 
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Each weapon fires when an x is indicated in its 
interval. The Bofors fires twice When a 2 is 
indicated and three times for a 3. Off board 
artillery, smoke and Infantry fire is resolved on 
interval » and is simultaneous. 

1 feci thatthis system wilEadd much realism to 
the TOBRUK PBM system and 1 also recommend 
that it also be tried FTF. It is especially easy to 
use with the fire fights. 

Jim Burnett 
Clinton, TN 

•••*• 

Gentlemen: 

"The Avalon Hill GENERA Lis dedicated to 
the presentation of authoritative articles on 
strategy, tactics, and variations of Avalon Hill 
ponies of st rategy . , , " 

Where have I heard the above quote before'.' I 
think it was printed in the last few GENERAL'son 
page 2! Note the italics, the word is 'game'. Should 
it not be WARgame'.' In the three years I have been 
reading THE GENERAL I have yet to see one 
article complimenting the strategy or tactics ofa 
NONwargame. No, now that I think back, there 
may have been one article on 'OUTDOOR 
SURVIVAL', but that was a 'HOW TO TURN 
THIS GAME INTO A WARGAME* type of 
article. 

With the additions of the 3M. Diplomacy, 
etc. companies you have, to quote your own words 
"a burgeoning line of all purpose STRATEGY 
GAMES— now 82 strong and still growing." 
(Avalon Hill Philosophy— Part 60) 

THE GENERAL should include articles like 

. . . WHATARE THE BEST LINE-UPS IN 
•BASKETBALL STRATEGY? 

. . . THE EASIEST WAY ACROSS THE 
DESERT IN OUTDOOR SURVIVAL*. 



Letters to the Editor 



. . 'BUSINESS STRATEGY'- 

PROBABILITIES AND PROFITS. 

...OPENING (MIDDLE. OR END) 
GAME MOVES IN TWIXT. 
. . . HOW NOT TO LOSE YOUR SHIRT IN A 
STOCK MARKET" CRASH. 

. . . WHERE TO PIT YOUR PEBBLES IN 
'OH-WAH-REE' 

. , , WINNING PLAY OF THE CARDS IN 
•FOOTBALL STRATEGY'. 

. . ETC., ETC. 

I know (he very title of your magazine has 
military connotations and that there may be a 
mi nority of readers who would be interested in one 
or two articles of this type. But I think that the 
nun-wargames arc worth more than just a passing 
word in "THE AVALON HILL PHILOSOPHY" 
or a Vi page ad. 

Jim Pullcs 
Dallas. TX 



We agree and in this issue are announcing the 
availability ofa quarterly magazine similar to the 
GENERAL dealing with AH non-wargames. 
Current plans are to mail the first issue free of 
charge, later this year, to everyone on our mailing 
lisr as a semi-catalog and special introductory 
issue. 

***** 

Dear Sir, 

Now this is what I call a good issue! A 
sensational cover (too bad it isn't on the game), 
detailed game profile from several different 
viewpoints, a well-considered near-perfect plan 
tor the old Russian Front gang, the most 
educational Series Replay yet on PAN- 
ZERBEfTZ, a very funny piece of science fiction 
(sure it is, speculation on a trend). Reed answering 
several questions I had on 5"S7"and five shotgun 
features to placate anyone who doesn't own 
STARSHiP TROOPERS. Sensational, the best 
GENERAL yell 

If I may be allowed a variant on a variant, I 
question Richard Hamblen's use of neodogs in his 
otherwise excellent "Saga of the Bug War " He 
adds them for their scouting abilities, but ignores 
the drawbacks which kept the neos from being 
effective. Often in the early days neos would 
suicide at the sight ofa Bug. Eventually this was 
bred out of ihem, but neodog casualties were stilt 
high, and when a neo was killed his partner would 
be so traumatized he would require months of 
therapy to recover. Likewise the neo would be hurt 
if anything happened to its partner, To bring these 
into the variant, add the following: 

1. The first lime a neodog and a Bug occupy 
the same hex (as a result of either'* movement) roll 
a die. f-2 means the neo is KIA immediately. 3^6 
means the neo has a strong stomach and is not 
rolled for again. The roll is made independently 
for each neodog. This is not used for later- 
generation neos. Decide before the game which 
bleed is in use. 

2. If a neodog suffers any combat result it is 
Kl A. When a neo suicides or is killed, its partner is 
considered WIA for the remainder of the scenario, 
though (here is no roll to see if special weapons are 
lost. In the campaign game, dead neos and their 
disabled partners are replaced with fresh teams. 
the partner heing a recruit. 

3. If a partner is KIA his neodog suicides. If a 
partner is WIA or Heavy Damaged his neo travels 
to his hex by the fastest route and will not leave his 
side. 

Phil Kosnett 

North Brunswick. NJ 



***** 



Dear Sir, 

To my astonishment and anger I have just 
read in the GENERAL (Vol 14, No I) that foreign 
customers arc forbidden to order directly from the 
company. 

I vehemently protest against this case of 
unfair business-policy! By outlawing direct orders 
you force your customers in these countries to pay 
exorbitantly high prices, you establish an un- 
thrcatcned monopoly-position for the dealer in 
those countries, allowing him to charge whatever 
he fancies. 



[n the meantime 1 will inquire with the 
Bundeskartclamt in Germany and cheappropnate 
Trade Commission in Washington what they 
think of this very peculiar situation . The fact 
that you find it necessary to protect this kind of 
policy proves that the business of your distributors 
in these countries are not exactly flourishing 
small wonder at prices like these! 

Didier DEMUYNCK 
Volkmarsen, Germany 



Your letter was one of many cries of protest 
hp received as a result of the announcement in 14. 1 
banning direct mail order sales to readers from 
countries in which we've granted exclusive 
distributorships. While your ire is understandable 
is doesn't show much regard for the plight of the 
overseas pioneer game importers. These dealers 
risk considerable sums in cash game purchases 
(normal domestic dealer credit terms are not 
available to them), shipping and import duties. On 
top of this they have to lay out funds for initial 
tapping of the wargam? hobby market in their 
respective countries— such advertising of an 
entirely new concept in consumer products is 
extremely expensive until the hobby has gotten its 
start in his country and his lot is made easier by 
word of mouth advertising and a reliable clientele. 
Add to that the extreme expense faced by these 
importers in providing native language 
translations of the components and you really 
can't complain about the nearly double prices 
these companies must charge for their spade work 
in getting A vaion Hill gaming entrenched in their 
respective countries. We can hardly expect them to 
uncover new hobbyists in their countries and then 
turn them over to us through direct mail order 
sales when they've done alt the work in gelling the 
hobby started "over there". However, thosegames 
and services not tarried bv anv of our exclusive 
distributors can still he acquired by mail from 
Avalon Hill in the normal manner 



Dear Sir, 

1 have been a subscriber to your magazine for 
over three years now and would like to give you my 
impression of your latest issue for May-June 1977. 
Although it contained some very interesting 
articles, especially for Caesar, I gave it a mediocre 
rating for two reasons. First of all, it lacked the 
Series Replay article which is one of my favorites. 
This was the first time in four years that there 
hasn't been one so it was missed. However. I 
suspect there may have been extenuating cir- 
cumstances involved that caused this. Secondly 
and most importantly. I would have to give your 
Infiltrator's Report a very poor mark for this issue 
because, I found no mention whatsoever of one of 
the country's biggest wargaming conventions. The 
Cincinnati Games Convention. This was a 
disappointment for me as THE GEN ERA Lis, my 
main source of such news. 1 hope to see an 
improvement in this department. Overall, I must 
say though that THE GENERAL is still the best 
deal for my money Keep up the good work! 

Recently. I have seen many letters expressing 
the desire to hear about games that are being 
produced by Avalon Hill way before they even 
approach the finished product, I would Like to take 
the opposing side to this matter and say that I 
don't care to hear about a game that won't be out 
for several months or over a year. I would have 
you wait until you have a firm date set for release 
of the game to avoid the disappointment of having 
the original idea changed or waiting after one 
delay after another holds up the release of (he 
game. I realize that I am probably in the minority 
concerning this and should note thai I usually 
don't buy brand new releases at all, but wait for 
reactions and opinions to be expressed before 
deciding to buy one. As for the matter of your 
company's competition printing things about you, 
I prefer not to see them mentioned at all in THE 
GENERAL except in reference to something 
important such as a convention. 

Ronald Haas 

Terra Haute, IN 47B03 



The Series Replay is our most diffcuh 
feature to present due to both the graphics 
involved and the extreme difficulty of recording 
such a game from start to finish without anv 
mistakes— which also turns out to be a good game. 
You can't play the game out and say that was a 
great game— lei's do a Sereies Replay on it. In 
short, it's hard to get a good one. 

As So convention announcements — we play 
no favor it ies: if someone lakes the trouble to write 
us with an announcement ofa convention as leass3 
months in advance of the convention date we're 
glad to pass the information along. If. however, 
somebody waits Sill the last minute or sends us 
seamy information or information which does not 
spell out how the convention would be of interest 
fu our readers then we exercise our perogative of 
letting such material go by unnoticed. This also 
seems like a good time to mention that notice ofa 
gaming convention in the GENERA L carries with 
it no official AH sanction. We know no more 
about fhem than the next guy and are just passing 
along the information we are provided with. In 
fact, we feel many conventions are overpriced and 
under organized and for that reason we officially 
recommend only the National ORIGINS conven- 
tions (which are bonded for performance 
obligations) to our readers with anv real con- 
fidence in the quality of what is being offered. 



Dear Sir: 

I do not know whether any one has, or ever 
will decide to submit an article on " Richthufen's 
War." but 1 believe that this game has some 
outstanding features in it's design that are worthy 
of discussion, and experimentation, namely the 
individual maneuver schedules and the maximum 
and minimum speeds for each aircraft in the game 
as well as climbing and diving speeds as presented 
in the tournament rules, whereby movement 
points of the aircraft are subtracted due to the 
process of climbing and are added on due to 
diving. 

1 do not know to what purpose the designers 
incorporated these features into the game's 
composition, but I am certainly pleased that they 
did. 

In my own experiment with the game. I have 
discovered that it is possible for an aircraft of 
inferior firepower to come out best in battle with 
another aircraft of superior firepower just by the 
use of the climbing rule in the right way at the right 
point in time. For example — The Spad Ul vs. the 
Albatros D2. The Albatros D2 a two front gun 
aircraft fires on Column A on the T.D.T. which 
makes for extremely hard hitting firepower. On the 
other hand, the Spad BV. a single front gun aircraft 
fires on Column C of the IDT. with just 
mediocre firepower. Combat between these two 
aircraft at (he same altitude level usually results in 
the Albatros D2 making short work of the Spad 
37. But 1 have discovered that by climbing the 
Spad one hundred and fifty meters or so higher 
than the Albatros, and also while climbing, 
maneuvering the Spad tightly and in close to the 
Albatros gives the Albatros one of two choices on 
a method of attacking the Spad; (I) Either attack 
at a lower level than the Spad, which will result in 
the Alhatrosfiringata longer range, which will in 
turn weaken his firepower to some degree or. (2( 
Climb the Albatros to the same level as the Spad 
and attempt an attack from there. If the Albatros 
trys to climb, and attack, the enforced subtraction 
of his movement points will put a crimp in his 
maneuver schedule so that quite often he is not in 
position to attack ai the end of his climbing move. 
If the Albatros attacks at a lower level than the 
Spad. he will either do only minor damage to the 
Spad. or else miss completely (depending on his 
dice rolland hislenglhened range) thereby wasting 
his ammo. If he attempts to climb to the same 
altitude level as the Spad, he usually does not have 
enough movement left to aim his guns which 
means that he is unable to fire at all 

Every now and then when the Spad player 
feels a high dice roll coming up for him. he can 
drive the Spad down on the Albatros and start 
chopping away but always try to arrange it so that 
the Spad isat a higher altitude when the Albatros 
is doing the attacking. 

J do not imply (hat these methods could be 
used with any combination of aircraft that might 
be matched against one another in the course ofa 
game. It depends on the speed and the maneuver 
schedule combination. While the Spad #7 was 
inferior in firepower to the Albatros D2. It was 
superior to the Albatros D2 in Speed and 
maneuverability in any flight attitude. 

Robert Duncan 
Chicago, IL 
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T1TU; WAR AT SEA $6.00 

SUBJECT: WWII Strategic Naval Action for the European Theatre 



WAR. AT SEA was the 32nd gamete undergo 

analysis in the KBCi. ranking a disappointing 25th 
overall with a cumulative rating of 3.21. The result 
reinforced our earlier suspicions thai game ratings 
are of (en a matter of how complex a game is. It has 
been an observation that wargamefs tend to 
overrate complexity and detailed simulation when 
rating games. But maybe that's sour grapes . . . 

WAR A TSEA ranked in the bottom third ol 
ihe RBG list in four separate categories, led by a 
29th ranking in Realism. The game isanabstrat- 
cd strategic system of capital ship employment and 
as such, is not all that unrealistic. Apparently 
many gamers cannot equate any semblance of 
realism with an area movement system game in 
which no tactical maneuvering takes place. The 
mapboard rating (27ihH also did little to enhance 
the game's cumulative score— again wc assume the 
area movement system to be the main culprit, 
although the small II" x 14" si/e and lack of 
realistic colors on the ahstraci board may have 
played contributory roles The last poor perform- 
ance came in the area of Play Balance (24th) 
where the Axis has a decided advantage despite 
numerous changes to the Jedko version which 
improved the Allied chances. Yet with top level 
play, the game is still a tough win for the British. 
At the recent ORIGINS 111 WAR AT SEA 
tournament, the Axis had the better hall of a 



healthy 2:1 victory ratio. In the next edition, 
changes will be made to solve these play balance 
problems by counting all POC ties as Allied wins 
and adding 1 to all Allied reinforcement dice rolls. 

On the positive side of the ledger, the game 
rewarded our use of it as an introductory title, with 
a 2nd best ever rating in the Ease of Understanding 
category, and a similarly impressive (6th) effort for 
Completion of Rules. This ease of play capability 
coupled with the quick playing time of 69 minutes 
goes a long way towards explaining its popularity 
in terms of games played WAR Al SEA maynot 
be well ihoughi of as a simulation, but it is played 
often both by hard core, newcomers and even 
the distaff side of the hobby. 



1. Physical Quality 3.18 

1. Maphoard 3.96 

3. Components 2.74 

4. Use of Understanding 1.74 

5. Completeness of Rules 2.35 

6. Play Balance 3.73 

7. Realism 5.12 
I. Excitement Level 2.93 
9. Overall Value . 3.15 

10. Game Length 1 hr., 9 min. 



THE GENERAL 

A.H. Philosophy . . , Continued from Pg, 32, Cot J s H uad Leader Preview . . . Continued from Pg Si 




THIRD UAM.il: 

Q, Assume a major power declares war on a 
minor and uses an Attrition Option on the turn of 
declaration. Can an opposing major power use its 
own forces to satisfy any attrition losses of the 
minor? 

A. Yes . -if the opposing major power is both 
already at war and has units adjacent to the 
attacker on the front in question. The attacker in 
an Aitrition Option can not direct casualties 
against a certain area or nationality -it is the 
defender's choice oil which adjacent units will be 
last. Alter the initial invasion, if the opposing 
major intervenes it may satisfy attrition losses of 
the minor merely by being on the same front. 
Q. May all 5 units on a Beachhead counter he 
calculated in an Attrition Attack. 1 
A. Yes. 

Q, An airborne unit may not move from the hex 
on which ii was dropped until the following turn, 
but if it attacks and eliminates an opposing unit 
may it occupy the defenders vacated hex? 
A. No . . .4,7 lakes precedence over 3. 321. 



Q. Can Copenhagen be amphibiously assaulted 
and if so from where? 
A. Yes. from any East Front (Baltic) base. 
Q, If only partisans attack in a turn, does an 
Offensive Option have to be paid for by the 
controlling players? 
A. Yes 

Q, Since Kiel js a two front port, do German naval 
units based there count toward the 25 factors 
Germany must keep on the Eastern Front? 
A. No- although fleets based at Kiel can execute 
movement on either front, the port itself is in the 
Western Front. 

Q. Doesair interception occur in a particular hes 1J 
A. No- the intercepting player may choose a 
point of interception anywhere along the op- 
ponents path of movement within its range. 
(Jj, Can a country taking a Pass Option fly 
interception, as the Capabilities Tabic at the end ol 
the rules suggests? 
A. Yes- but only against enemy naval missions. 

To intercept DAS requires that the interception be 

n an Offensive Option. 



***M^R^HHH*ff^ffE^^^ff^*^ 



m f***^*******tm********P 



COMING UP NEXT TIME 
* 




•r. " — -. 




IN OCTOBER 

•vvir\ rvvtr^nj\j \j\jTjij \j\^ ******* *-*-*-"-*- fc ^ 



Coordinator will recheck the results, write them 
in a standard form, and forward afl pertinent 
information on to the AREA technician for 
overall tabulation. Only multiplayer game 
results that are identified as being from the QM 
Coordinator will be accepted by the AREA 
technician. 

The official QM Coordinator is currently 
Steve Heinowski,1630vV. 28th St., Lorain, Ohio 
44052. His gamezine, Ter-Ran is available to 
AREA members interested in postal rated play of 
AH multiplayer games for S2/10 issues sub- 
scription. Those interested in starting their own 
fanzine and becoming an official AH QM should 
contact Steve {with a SASE provided) as only 
he — as the so(e QM Coordinator —can license 
QMs and report multiplayer scores for AREA 
tabulation. /— x 

***** 

More KM Surprises Continued from Pg M 

5. (Steven Herchak) After the early turns of play, 
siege tends to become too powerful a tool for the 
attacker and as a result, the Weaker faction prefers 
to fight in the open rather than hide in town and risk 
a siege. For example, a force of 200 attacked in the 
open by a force of 400 would have a 50-50 chance of 
survival in the basic game but a force of 200 in a 
town besieged by a force of 400 would only have a 1 
in 6 chance for survival. Also sieges could, and did. 
last years as exemplified by the siege of Harlech. So 
an attacking force confronted with the task of 
capturing a town, city or castle has a choice of one of 
two methods to take it: 

a. The attacking nobles may attempt to storm 
the town, city or easlle by conducting a battle 
against the garrison plus any defending nobles 
within. If the battle is successful the town and 
occupants arc captured. If [he battle is unsuccessful, 
they may try again or turn to siege on the nest turn. 



b. The attacking nobles may attempt to siege by 
stating so aloud. A siege is never resolved the turn it 
is announced, but the town, city or castle is 
considered "under siege" that turn exactly as if a 
"Bad Weather Delays Attack' 1 card had been drawn. 
On the next turn, an Event curd is drawn to resolve 
the siege. Of course, within this period, ihe defender 
can attempt to lift the siege, 
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beautiful and how the counters, will have a 
character that will make you remember dear Lt. 
Kirch and friends. But there is much more. SQUAD 
LEADERS a very personal game in which you can 
become an infantry leader with a career spanning all 
of the major fronts of Europe. It is a "career" game 
rather than a campaign game, in which your 
personal counter starts out as a corporal of little 
experience and attempts to master the art of 
infantry leadership. If "you" blunder you risk 
demotion or the fate that often accompanies 
blunders in combat, but if you survive and score 
significant points of elan and skill your promotion 
could come quite fast. As you advance, your 
leadership and morale ratings also advance and with, 
each new scenario you face greater tasks and more 
responsibility. Of course, if you arc killed or 
captured, then, the career game for you is over. But 
that is war, and war, as has been said . . . "Is 
cruelly, and cannot be refined." 

With SQUAD LEADER you will be able to 
fight famous battles, as Ihe dash over the Remagen 
Bridge or the Stalingrad Tractor Works, and some 
not so famous ones such as a Hedgehog at Peipsk or 
the Ritchie Salient. You will partake in desperate 
street righting as The Guards Counterattack and 
you will attempt to escape in the night with a small 
detachment from the doomed citadel of Veiikiu 
Luki. The scenarios are all historical and all quite 
different each introducing a new segment of 
WWII infantry combat. 

The game is not limited to the historical 
scenarios or Campaign Game. SQUAD LEADER 
has a unique point system that enables you toset-up 
a balanced scenario with widely divergent force 
types, be it a special infantry/armor task force ora 
"hold at all costs" rear guard delaying action. 
Decisions have to be made fast and right- Hence 
with the complete isomorphicnessnfthe boards and 
the point system you can merge two. three or even 
more game boards together and create total battles 
encompassing whole brigades, and find yourself 
making decisions on many levels of tactical 
deployment. Yetthecommondenominatorisyou 
the infantry leader. You don't plot moves on a 
map — you make the decision where to cross the 
street. Does that overhanging balcony block the 
MCVs LOS 1 ' You'll have only one chance to find out. 

One historian in writing about the Second 
World War said that the tanks got the headlines, but 
the infantry won the war. If this is so, then SQUAD 
LEADER may very well be the game that portrays 
the true "heart and guts" of World War El. And you 
will be in it. _t 

G 



AVALON HILL RBG RATING CHART 



1. RUSSIAN CAMPAIGN 

2. w.s. a I.ML 

3. ANZIO 

4. PANZER LEADER 

5. RICHTHOFEN'S 

6. CAESAR ALESIA 

7. 1776 
6. 3rd REICH 

9. PANZERBLITZ 
10. KINGMAKER 
UIACY 



2.24 
2.34 

2.50 
2.52 
2.53 
2.56 



1'S LEGIONS 
13. STARSHJP TROOPERS 
14 CHANCE LLORSVILLE 

15. FRANCE 1940 

16. JUTLAND 

17. LUFTWAFFE 

18. MIDWAY 

19. AFRIKA KORPS 

20. ALEXANDER 

21. ORIGINS OF WW II 

22. BLIT^KHILG 

23. TOBRUK 

24. WATER LO 

25. WAR AT SEA 

26. B ULGE 

27. D-DAY 

28. STALINGRAD 

29. TACTICS II 

30. 1 914 

31. GETTYSBURG 

32. KRIEGSPIEL 



2.58 
2.60 
2.60 
2.64 
2.67 
2 68 
2.82 
2.83 
2.87 
7 88 
2.90 
2.93 
2.98 
309 
3.10 
3.18 
3.21 
3.21 



3.51 
387 
3.38 
4.04 



1.9B 
2.40 
2.11 
2.41 
2.28 
2.92 
2.16 
2.12 
2.00 
2.26 
2.35 
2.32 
2.27 
2 62 
1 75 
2.84 
2.41 
2.75 
3.04 
2.99 
2.69 
3.39 
2.85 
3.29 
3.18 
2.93 
3.72 
3.43 
3,43 
3.18 
3.59 
3.77 



1.85 
3.07 
1 74 
2.17 
2,62 
2.71 
1.76 
247 
3.00 
7.84 
2.26 
2.36 
3.11 
2.57 
2.05 

2.91 
3.12 
3.10 
3.21 
2.58 
328 
4.68 
3.27 
3.96 
2.B0 
4.54 
3.74 
430 
340 
3.84 
420 



2.02 
2.38 
1.94 
2.34 
2.12 
2.78 
2.46 
2.34 
2.03 
2.34 
3.13 
2.31 
2.07 
2.45 
1.85 
2.39 
2.04 
2.56 
2.92 
3.19 
2.80 
3.30 
2.13 
3.11 
2.74 
3-31 
3.69 
3.40 
3.59 
3.26 
3.54 
3.85 



3 3 



2.24 3.07 

2.88 2.39 

3.74 2.88 

3.65 2.60 

2.63 2,94 



3.27 262 

4.15 3.22 

4.03 3.00 

2.83 307 

1 .87 2.39 

2.14 2.23 

2.43 2 70 

2.26 2.52 
3.30 3.25 

3.27 3.06 
2.86 3.02 
2.78 2.90 

2.12 2.29 

2.55 2.98 

2.00 2.22 
3.14 2.B9 
4.32 2.77 

2.01 3.1 1 
1.74 2.35 
3.08 3.40 

2.56 3.09 
2.07 252 

1.45 2.18 

5.46 4.32 
2.68 3.39 

2.13 2.94 



2.78 
2.07 


2.41 
1,85 
2.00 
2.19 


1.78 
1.88 
2.09 
2.34 


2.07 
2.10 


28.5 
9.L 


2.62 
7 67 


2.15 
2.20 


21.7 
13.1 


2.60 
3.36 
3-08 

759 


2.66 
2.64 
2.72 
2.24 
2.05 
3.65 


7 3H 
2.71 
2.63 


245 
2.07 
2.36 


6.0 

27.9 

3 


3.06 
1.86 


2.07 
2.14 


2.05 

2.41 


14.0 
20.2 


2.09 
3 73 


4.57 
3 05 


2.86 


273 


13.5 


3.57 
3.43 


3.39 
3.07 

3,00 


2.20 
2.55 
3.40 


2.32 
2.64 


17.3 
18.8 









3.24 2.53 
3 73 3.41 
366 3.08 
3.39 3.57 
3.43 2.76 
4.00 4.06 

2.25 3.67 
3.06 2.11 
3.27 4.32 
3.73 5.12 
3.53 4.11 
4.38 4.50 
4.37 5.16 
2.32 5.57 
3.85 1.95 
5.08 4.51 
2.93 6.09 



2.61 2.67 

2.82 2 64 

2.37 2.73 

2.91 2.77 

2.43 2.86 

3.1 1 3 40 

2.81 3.05 

3.00 2.96 

3.21 3.01 

2.93 3.15 

2.81 2.95 

3.60 3.56 

3.28 3.04 

4.59 4.20 

b 48 3 86 

434 3.98 

520 5.29 



21.6 

16.2 
69 
20 
17.8 
20.0 
11.6 
55 
12.5 
9.8 
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Vol. 14, No. 1 had a cumulative rating of 
3.56 — not one of our better efforts but that was 
to be expected considering the emphasis on 
CAESAR-ALESIA. Mail order games possessed 
by a minority of the readership always fare 
unfavorably when utilized as an issue's feature 
content. Individually, the articles ranked as 
follows on our 1200 point scoring system. 

Red Options , 274 

Summer of 52 B.C 193 

Competitional Afnka Karps 170 

TRC — The Second Time Around 1 57 

ALESIA-The Bailie 112 

Red Ball Express 65 

Roman Fori Deployment in Alesia 61 

Avalon Hill Philosophy 45 

ARAB-ISRAELI WARS Programmed Instruction 42 

Manning the Ramparts 40 

Breaching the Ramparts 23 

PBM Luttwafle 18 

We continue to make strides in the sports 
game field. So much so that we have decided to 
publish a bi-monthly gaming magazine similar 
to the GENERAL devoted to sports and non- 
battle games. Transformation of this idea into 
reality should occur sometime prior to 1 978. As 
a consequence, we are looking for additional R & 
D personnel to work in the sportsgame field. If 
you think you're qualified, drop us a sample of 
your game playing expertise 3nd literary skills in 
the form of an article dealing with an AH non- 
battle game. 

Many of you have no doubt noted the 
emergence of Bruce Jenner as a promotional 
figure for WHEA TIES. AH was almost involved in 
a 3-way connection with WHEATIES and 
Jenner. TV promotion would have enabled us to 
sell thousands of updated TRACK MEET games 
with Jenner's statistics in a boxtop tie in deal 
with the popular breakfast food. The deal has 
apparently fallen through, but we were close to 
the bigtimeforawhile. It would have easily been 
the largest exposure of an adult simulation 
game to date. 

The Italians might not have fared too well in 
WWII but you wouldn't know it by the success 
enjoyed by our exclusive Italian distributor Dott, 
Alfredo Gentili. In only his second year of 
operation Gentili has surpassed all our foreign 
language distributors in volume. Prime reason 
for their success— so far they've translated 30 
AH titles into Italian. 

Those interested in getting an early look at 
the convention site for ORIGINS IV might want 
to take in the University of Michigan Simulation 
Players' 2nd Annual Convention on Sept. 9-11 
at the Ann Arbor Pioneer High School. From 
there it's just a hop, skip and a jump over to the 
University of Michigan campus in Ann Arbor 
which will play host to ORIGINS 78. Further info 
from John C. Finley, Room 4000 Michigan 
Union, Ann Arbor, Ml 48109. 

Apparently one of the larger regional cons of 
recent vintage is the Great Lakes Convention 
presented by the Western New York Warga mers 
Association scheduled for September 16-18 at 
the Sheraton Lockport Inn in Lockport, NY. 
Among the Avalon Hill events planned are 
tournaments in AFRIKA KORPS and 
KINGMAKER. More information is available 
from Richard J. D'Angelo, 395 South Shore 
Blvd., Lackawanna, NY 14218. 

Northwest Indiana area gamers looking for a 
place to congregate should contact Bradford 
Enslen at 1 527 Sheffield Ave., Dyer, IN 4631 1 . 
The Calumet Wargames Society meets every 
three weeks in Calumet, IN. 



Infiltrator's Report 



Collectors may or may not be pleased to hear 
that we are dropping two more games per- 
manently from the line. The GETTYSBURG '64 
edition has been replaced by the completely 
different '77 game and is already out of stock. 
KRIEGSPIEL will be finally retired this coming 
fall when existing stocks are exhausted. 

Laurence Gillespie of Nova Scotia reports 
that wargames have made it to the TV screen in 
Halifax in the form of a weekly ha If hour program 
entitled BROADSIDE, which is carried on the 
local community cable channel there. The show 
features game reviews, strategy tips, a "game of 
the week", and coverage of wargaming news at 
the local and national level. Laurence who 
produces the show would be interested in 
corresponding with anyone who hasexpenence 
in the field to exchange ideas, scripts, 
videotapes, and perhaps entire shows. Sounds 
like a good side program for ORIGINS IV. 
Potential producers can reach Laurence at 23 
Robert Allen Drive, Halifax, Nova Scotia B3M 
3G9. 

Congratulations to all the winners of the 
many tournaments at ORIGINS 77. As the 
largest tournaments of their kind they tend to be 
recognized by us folks at AH as the national 
championships. The biggest winner was local 
talent Dale Garbutt of Baltimore who won the 
prestigeous AH Classic 500 along with $100. 
Phil Evans took 2nd, Peter Kemp 3rd, and Joe 
Angiolillo 4th. Rounding out the top 1 6 winners 
in the 1 1 2 player field were in order: L. Newbury, 

F. Preissle, J. Zelinski, W. Mattern, G. Boden, G. 
Dayton, L. Heydolph, B. Mundell, W. Rumph, C. 
Adamec, K. Crocco, and D. Macminn. 17th 
through 32nd place won free subscriptions to 
the GENERAL. 

Robert J. Clifford of Arlington. VA took top 
honors in the 1 10 player WAR AT SEA tourna- 
ment. He was followed in order by prize winners 
C. Olson, F. Cunliffe, L. Home, D. Vigor and A. 
Gamache. KINGMAKER was once again one of 
the largest tournaments with 1 35 entrants. Tom 
Filmore took top honors and was followed in 
order by Tom Dougherty, Paul Bean and and 
Noah Lerman. WS&IM again drew over 100 
participants and was won by Chris Raskopf of 
Smithtown, NY. Other prize winners were T. 
Schaap, B.Addison, J. Cssazza.C. Morrison, and 

G. Taylor. In FOOTBALL STRATEGY, designer 
Tom Shaw finally reigned supreme with a 20-10 
win over last year's winner Don Greenwood. 
Coming in 3rd and 4th were traditional three 
time runners-up Pat McNevin and John Strand 
The RICHTHOFEN'S Demo Derby again drew 
over 150 pilots — the most successful of which 
proved to be Anthony Becker of Bethesda, MD. 
Coming in second with six kills was Jeff 
Farnngton followed by Roger Cooper and Pat 
Carson. O/ZYO/l'MCJ'wasonceagainthe largest 
tournament held and was run under the 
auspices of the IDA. drawing over 160 en- 
trants. DanZablozki proved to be the best double 
dealer followed in order by Michael Perfit, Frank 
Mcllvaine, and Alan Rowland. 

Although we can't endorse it, TRC 
enthusiasts might be interested in an AREA 
PBM tournament being sponsored by Kevin 
Combs of 1 1 225 Old Baltimore Pike, Beltsville, 
MD 20705. Entrance fee for the RUSSIAN 
CAMPAIGN tournament has seen set at $4.00. 



That'll teach us to think we're so smart! We 
got an enormous number of correct entries for 
Contest 76 giving different solutions — it turns 
out that our solution (from the last GENERAL) 
was only the third most popular among the 
possible answers, so we had to draw the 
winners by lot from among the correct entries 
(all variations were acceptable, as long as they 
were correct). Our apologies for making the 
contest so easy . . . we'll get you guys next time! 
The winners in no particular order: V. Paxson, 
Orinda, CA; P. Owen, Va. Beach, VA, D. Smith, 
Myrtle Beach, SC; W. Bainbridge, Marion, IN; W. 
Pollard, College, AK; P. Schulmeyer, Stuttgart, 
W. Germany; A Nilson, Oronoco, MN; A. Baer, 
China Lake, CA;A Chiras, Northbridge, MA; and 
T. Ehara, San Francisco, CA. 




To solve Contest No. 77, it is necessary to 
take the British home base with the 21/3 Recce 
unit (the only unit that can reach), which in turn 
means that every British unit must be AV'd. A lot 
of entries got that far; the problem is in the 
implementation. There are four tricks to the 
solution. The first one is that the Axis have only 
58 attack factors and they need at least 55 to AV 
all the British, so the Axis can afford to make 
only 3 attacks (maximum) at better than 5-1 
odds; this is crucial because the Axis forces 
contain only four of the 3 factor units that are 
necessary to make up 5-1 attacks exactly. Thus 
the Axis must arrange their attacks so as to AV 
multiple British units in the same attack. 

The second problem is the three interior 
British units, which have to be AV'd from the 
escarpment side. This takes 15 factors. The third 
problem is the 2SA/2 recce, which is doubled 
and unapproachable from the sea side until 4SA 
Motor is AV'd, Since there are not enough Axis 
factors behind the escarpment, 4SA must go 
first The final problem — and the lulu — is where 
to put the supply unit. The supply path for an 
attack cannot pass through the defender's ZOC, 
even if the defender is AV'd by that attack (the 
path can go through units previously AV'd that 
turn, of course) This means it can't be on the 
seaward side of the British formation and still 
supply the attacks on the British interior unit. 
Plus the supply unit must end its turn within 5 
hexes of all the attackers, which means it cannot 
end on either flank of the British formation. 

Result: the supply unit must be on the 
escarpment, and, due to the problem of getting 
around 2SA/Motor (whose attacker must be on 
M42 due to the factor shortage behind the 
escarpment), the supply must go to L44. The 
attacks that result are executed counter- 
clockwise from the eastern end; each AV clears 
the supply path to the next group of attackers. 
The interior British units go first, in one mass 
AV. 



PAGE 36 



THE GENERAL 



OPPONENTS WANTED 



OPPONENTS WANTED 



OPPONENTS WANTED 



4.REA mine 1*70 desires pbm AK. Wai, BH 
iMKji exponents onis W t have a local clubm ihc 
R'ham area fol fll Call or write: Dennis Conk. 
140b LiMU Vista Dr. Hirmingham. Al .15226 

i.Y^ij»:?.xi^ 

Phm warned Im Vk-s HH BTTT7 Guud. I ufi, Mid. 
Pan. PhflLd, RW. ilf wanted I ..those interested in 
forming .1 wargamcr club in Cullman I horn as I 
Fki-ultTi^ B.N Bos 77. Cullman. Al .15055.734- 

h>k; t,ui. 

■U. \ir>. HP. DD. h M. Geii. lull. Mid. Pun. 
Panld RW, [77ft. Grad. lac. JR. Wat. Bill', 
looking fur ttl opponents 111 nuriticasierii and 
centra! Alabama. David Warren 2121 Fairviea 
ltd , . Gu,lsdcii L Al jjgOF, J46-79W. 



re-oops vamanl games Alio other tournaments 
Jim Reilly, 26CN W. LaVerrte. Sana Ana, CA 

<)2'ai. 71 4-556-7 1 19. 

sv.inu.-i! Mi I'll sih....,l iec ■A.irj^.i use r^ want [11 si ait 
cluh. ransi AH. Al." Ill opponents lor mssell. 
PanL.d, AIW and other. Any age Many rfradlc). 

M < V I /ejus, S.iiil.1 Mafia. CAV34>4 

Amhudv in Santu Khm ana Mr III IR Fan. 
Panld. RC. AK. HH. Grad or Wat? Am l°»nd 
cspriicnced in all ol above hslcd game- Ke.m 

Burke, litl Fll.un Aw.. Apt I2.SiiiuRoh.CA 
**»■ 

No. ice player age I 7. seeking phm opponcnis for 
Pin tod Lufl prefer playing as Germans but will 
gMdk plxs as allies Seeking opponents of umc 

ability, Richard Welker, 1234 Mam St.. Si 

I. CAv>4574, W-]IMi. 



Eke 


hod, ; "i- Ovcnoo Rd . Mm, Brook, AL 


;-.■ 


:i, <»;-(««. 


\. i 


uilf naval hurtf,, I'm slill c.sCL-pling .itlunsloi 


Wa 


v. Jul and Mid. Snll undelcatcd at AK. hit 


.■Hi- 


.-. Would likr in play 1r.ul11-pla.cr JR. Joey 


Sar 


icbo. Ri 1. H,i v 2 IJ Sumiu.-idale. .-V ihSKO 



oAK.Wac.Gf 

with Phonlxor ruronpbytn.Surtroopt.3R. 
Wid, Wooden shij... AREA ring *» Micbul 
Pc-p. P.O. Bov J*,;, Florence. AZ KHJ2, M*- 
iEJli . 

Age2SARF . I2WJ wanlvphmoi lllin Bill/, Mid. 

AK, Pan. RB of HI in 1776. R W, and Siaiship 
Will answer letters Roger HoJIman. »IIH Palm 
Si., Williams ALU. W *5::4 <oil2f BHM-31 Tl 
HI. phm a n vim 1 l ■ uicc c.iru' ,:■■:■■ I i'l.ihis. will plav 
Pin, DD AK, Fr'40. 1.utl, BB.'Grad. RussCamp 
uill |din in tin JR Vance Cupp. III, General 
Del iver; I..ghi. AR -24.1N i5i-| > 5'3.67sS 
OppOnCM "--inCL-J till [Itiin im Pi ■. lull .11I1I 

An/iu. I am MttA raicd I60U AKfcA laitd 
pfeferred l»?an Pollaro. 57M E.GifC Ave.. hx.'ll 

(j aid cni. CA VCiUI. [J 1 3) 77|->V|<, 

I'm I ookioj tin 1700- hi ptini ARIA oppanenti 

lur AMh-Kiaeli Wats and PjnLd.S.nd raiinyanJ 
Kenmrio prrlerrncc Ruben Chiang an Spmce 
Si . Berjtela Cawmt, H4-3TW, 

\duli fLiim,-r ^s \r. .ti ape needv mam re lil 
opponcnl for CDW*j Citadel, and am oilier 
Indt-rhmagamt Nanei* X Mai<rr.9;«- ■ Bn.r.m 
Wa ? . BevcrL; Hills. CA WJHJCJJl ;7(S-J*.HhK _ 
I ; .-■..-,! ;■-. !',■;■!■- ['hi: .■; Ill '.pr-'-.: i 1 ' l-i 
miw AH camea Have tone klla; AREA laied 
liujiinlcc challcngin| compel lion James Win. 
11MI Seenrd Ave. H62. Cnula ViaU, CA 92011. 

427,1284 

I unk.n^riir Itl >.p[Vintnt."' I he %i.iolislms liii \1i11r 

immediate area from my I in of over 10.000 
»argamcn it- a>atlaSle li>i [firec I 3c *limp> and 
lot pt»>tal c->de maf froin vnur phnne bo-."). Send 
inlo on ;ourbcll liu inclumn Andrew P'liiltipv 

I3»t>hitr St. ]UI> fi(). IA14IM4 

I \ II iij;-s ,i^.un' Our l lub u 1 II take in ,in> i'iil 
in ami AH wa rga men Come on. he ihe Pin lo 
lose 10 u-i join I A H. Divn Trend* wav. 121 Wendy 
Lane, El SobranLe. CA WW3.1. [Jl.ll Hjjjgj 
Help, v'an'l li nil ans ,.n,- 111 In pljiv ,ini f.imc. in 

Ln 5 Ar-geles. or Fneinoarta. Willanj *ame I like 
Fr'40. BB. Alt. Alcn. Pav,d Hill. »3I OeBHIKHC 

\v:- . I- cum.. I . \ JH'I. ■I-IW* 

Phm opponent wanted !nr AREA games. Am 
ARP.A 17JKI Have kits for BB *Gmd. and Pan 

lheninni.-r in Pan) Aim phm lull Open uimlevltl 
in m> area Joe Viil«in. 1390 College Si Porluna, 

c\g;sAn. |7(ni7;;.?9ns 

tl.lp- Waiii lil t.prnmciii, m s Y -San Jo*e Hay 
area Will I ravel anv reasonable di^Iante. I haie. 
AK.AfclK. HH, Bin/". Il St.. Lull. Pan. 1776. JR. 

v, ■. rmnpris Ji-srph I' Mcrif, 'K725 I rMngl-.r 

ellW, l-rciniini. CA »l»fi. ^12-^ln 

Will phm Pan. tJTn. (R I will jIIiisv iipponrnis m 
dhosn any iltBatloa For any ol above - t :.- ■,■•.■- I 
have Pan. Phm kil ScMl Cirl. 6I3D CovlnilOH 

Wav. t.iilcu. CA ^117. 

I'hiscr will! 5 II'. rxpriEin: requires .ipp.i-.il 11.il 

m 3R, PanLd. Johruk. -tilad, Pan. Bfl. An/m, 
RC. IJO. 1776. Prefer fir. am Ujtsj. old. Bnah 
Maddiu.6IJSMaaiaBilloDr..Go)eU.CA4JOIT i 

i vius-, Kh].s,UKJ 

llpponejii wanted III. int.leicl. hr'4t> Panld 3R. 
Rus.> Camp. hij(h and adult playeis. had loCHI, 
Am eluhs aruund • lion Vales. 7S4K Bonita lit 
Hijjhbnd, CA s>7.Mn, wsMlUa 

I .11 v||; ■.•■ ...1,1 ■ .'.!' Si 1. .L ■.. Lil" MU-J ■ 

P9MSI5, 1 pas poaU|C m U.S. Ken llarti. 10341 
liiiinn. I01 Mirnik',. t \ SHiTZD.rZI.-i^.lll-Oh^ 
I'RM KLntiiiMkei' Ihi' M.i-lei Muvli;!.i lli.Lr. .1 
IJipkimaty Vine, hai 11! A neH game it opening 
vnon. mi hurry. Any nf ioj [hjilnmacy fans ured 
■il not selling 7 players'' then pla> il by mail! IVe 
hjve openingi for you! MichKa C Homeier 238 
N, Bo*rm| Cni Wiy. Lew Angeks, CA WOIM 

li.ljj 472-7406. 

I mould like lo pbm KfKtarvhip Ir <>o per 1 P Lease 
wriir 1n me immrdiatelv! I'm jHiinp LraLjl L>avid 
Lewis. P.O. Bin -1KK2V I os Anftrlcs. CA 90CWX 

(213] 651 -3396. 

\.l;* K c P \-a^, serLsmln W^u-hcHtn. Mid, RW. 

wsaim. eaetar'f Ugtan \ ■■■•■■■ ■•■-■ \Tlt>, Jut 
Aratvlsrsek Rum Camp Am 13 Will learo 
Othen. Aaron Pipeu,, HOI I 1'ruKlon Ave.. L.A., 

C A 9UWS, M5-iMIM. 

Villi II iMuli-i :?. j;iiII« Itl uppiiuemi If I. Co, 
Angeles McimH in BB. Blilr. R. SI. Mid. ?an, 
lac. ws&IM. Will phm bol I dont have any kiiv 
Stephen Woods. II IK' ■■_• Barry Ave.. Los Anpcles. 

CA Wt>3j.[;i3H7)(-2.MK. 

f-l! opponents warned in Reddinjj area Ahilili 
unlesled. Il eseniine shy around heie? I Use m 
Fnterpnu MiVe Mi-Keown, li$S El Verano. 
RtildLnR, CA ■jftUOl, 2tS-iHi'. 

L.f>u1iiiig all ar-vurd loi hf o 'in net i lion hui it's 
hard to find. *ill pli< Jul. 1R. Mid. One. SST. 
lac. Out and Wai Martin I ojijjweiler. 16 Mcvada 

M . Hcdnu.nl : ;i < V ■■j-lljf-:. ■<■: ■■ •■'■''' 

Will pilav Ilf in phm inuyhfl lur 1R. h'r'40. Rlnr. 



AK pbm blind moderator KTvte. Will maich you 
v-iHi upponeni Scrloua phm ««nrjHneri onli 
pleaae. blind WarganKs Club. 152 OakllPKJ (ii, 

Plmlmrsi. II fiOIJ.fi. I.ll.*] .•'■i-H.14 

l-il iippimcnis vsaiited Mr Hichard M l.nske. 
KM Wwfcj Am.:. 1-v.insn.n. II W>J0l . Hfi-i-IH).'?. 
74 s r nlil wains jji'iid lueieellenl Russian ptaver 
lur III Kim- Camp Muu he gmid lusei Jell 
Cehula. IKTHSiimeriei:. Apt 3A,GkBdale Hla.IL 

WHJ7. MiB^ll36, 

■VRt \ Mtid s">. Iljie 2S. C.vperis-Tis'ei.1 hul ruslv. 
phm ^r , 4U lor ulifip. will finish or honorjhly 
tapitulate Uk hist 00b, All opl. ruks will he 
Irenth Ji.hn Irulv. 12-' F Plavid. ORniUle. It. 
B-31 17. 
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111 oppnnerns warned deeper ale If. 
trjnspiiriainin and will play aniwhcfe ui ihL 1 
Solano. Ntipa. and Cur Ira Cosla eiUJnlic* area 
IK.ug Mogiea. I4O0- Lawn Si., Valleju. CA 
•UJW, |107| i» -tr7o4 

Asrrige player wannfti nppotwnilur Bin? I uli. 
Mid, Panlad. RW. Russ. Cunp. Will rfm Bin/ 
Abu willing io learn ne» games especiallvllt. Jim 
singer. S2S2 Cobhnttr Cfn, V u Nuys. CA 

81401. 7M - UI.W. 

Wanted. gix>d uppuricnis fol massive 3R game 
Ako players lur mulli pljycl pbm jUiiTli. Will 
anssser all rnqoiiict. Parker HurlburU '"■>' 
I inil.imc. Whittier. C \ "OnO . l. (21.11 %H7-K%. 
Mile High War.ga.min# (Tub in ArapahncCuunr 
Mom his news Icvier. (lame 1 .1 hi an. eon tests and 

mruhofl wetrdji mectimi Ripen B«totiimw, 

Chairman. I576H f:. 1,'ninn A.e . l>nv L -r. CO 



Help. migJtl hut l» someone n 
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Kesrimsih-Le.iiid pjompi mm Mil \gaiT 

pbm RW. Pan. Tob. Tac Kin: RW Pan Ma. 

consider flf nrphp in Flenver All leiiers answered. 

Erie Stephenson, St*? W Chmmi Ave, 

I nil-ion, ttl hlin, sj^.^fam. 

\dlllt v»arili.meis l»i *ll Ml jiiimes. Plelrr Itl. 
there arc garaeis in I'ucblo and « flccd In tind 
more. We will [ram or happils e.spliire. UiHiplas 
W Knight, 11 10 Ninth Dr., Puchl.KCUHIItOH. 

'^-9311 

VKJ \ ntHlw.inlspbni. 1 F r'411 1R P.ml d. 

Pan Kncg. A-l Wars. Jul. Oul. Kl Si.esp Orig. 
l>tpl Also own nun AH games Dave Shirlev. 
a.iiAi Scwlarvd. Wheat Ridae. CO BM3. [3031 

CMjM. 

Will gaRicmaHn one IHM lor l*c- opponenh 
wishing IO UWt ill or moil variants. RugH Kni^rr. 
I 'O BOK 31-7, WiuxJIanU Park. CO W0K6.1 
Four Siarsienrrah.r Prisme can'i ieII unul I pl.ij 
Ilf King, WSftlM.Uut. SSi.XW AbophrnAK. 
Wai Douglas F Ford. I Whnlock Ase . BetheL 

1 I l.'N-lll -lAl.il U'-1J,-J 

Fll lot Afc.Pn.Mid.KiiM C,.mr. !'nc.W n s An> 
clubs'.' Or inierested in starling, one in Fairfield 
Cimnly area. Bryan Jardmc. '■:--.' -■■■i .■■......■.! 

Krollh. Ness Faniicld. II W*Vi, V.m 74f..},17,l 
I ilfsu-f 111I11 l 1 1 I lie In. .1 limit 11: lnhii W.lIIim. I),ni 
HofFhaoer. Phil Priuhard. Kevin Slimak. and 
George Phillies Arc there any college aged llirrs 

around' Kenneth William Burke. » Mewtow- 

hr.vok Rd, W. Haiilo.Q, tl iaML>7, 5JI-2?ts)F 
Moved IO CT Inuiiil no wai^nlcn! AKF A \\t,\ 

16-ycai uld Hams III ptelerahly AREA. ITT6. 
'Orad, will play malty others. Any clubs around 
hne' John Muller. 16 tJturi Lane, Weal Hait- 

Inrd. CI Wir. [HJ.'I :.l.l-r>M7j<. 

Aduh ARIA phm [jrad. All lellcrs answered 
Don Wileos,. 15 Foreslwood Dr.. Walertiury. CI 

067M. 

hi. Picrct ttjrc.innri. : , s. :,vikinu l.ir duvtime itl 
BB, Pan, Pan Id. AIW. AK, Mid I uh. WS&1M 
mo.i AH Prefer es.pensneed adults John 
tkamvdcrfei. MO I Beaton Ave. Ft Pierce, FL 

jjggOj 4f4-:*7)i, 

14 ;r. old. 6 munlh- gaming rsperis-nee Wtlh*l 
local !tl. php For Russ Camp Caesar leg, HB, 
lac. Panld Paul Mogavero Jr, 20240 S W .31 fi 

Sr.. Mumesn-ad. !■ I "u'-i. :4f- '■^B. 

Phmnnlvlor A K.I 51) I-r'4U, Ciuad liiad.Wni I 
will answer all kiterv Chris Kuhn. Ri 1, Hon 

1651. Lcohurg. 1 1 32T4J, 7s-.no; 

Phm only Mid. Run t ,imp. lol, WH, An3os 
1414 Cuad Will answer alt letter reeeiied 
Richard Saykutowira, Jt 1414 Floralee Dr.. 

Ucshurg. Kl. J174M. 7h7-5l74. 

111 1H. I'anl.J, adult, onl. S [Jrslcrml^. W2lh 
S,W IQhtb ('t, Miami, 1-1 13170,774-4^73. 
I If all AH ta-arjB mcs. AJult phverol pond ability. 
tilenn lcmpfli. 27(|| s.fi hth St.. fompano 
Heath: Kt ?M»2. 4.HI5> ^P-WtWI. 
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STar Troopers. Lull. Oul. Iin't there anyuiw 11 
jrea who plan* ARFA WO Jim Coof, JW5 
Tcrraema. R.vers.de, Ca iimir., m-i-^hk. 
Wi'jld like to jmn ^n> "argamc flu Si -n ibe 
Sacramento area. Please write loir 1 1 me where you 
■relocated. Keith Takechi.BSli Mernbrook.Sac. 

CA 95H2fi, JK1-0I02 

Opponr.rs wanted in Mann and luwcr Sunnma 
COanaJCI I will tame all. RW. AK, Alr-M Wat. 
P.ml .■ l^n.Bl.iy.and.pi>i.sihlv 177f, Vielor PeeV. 
116 BrMfancad Ci., Stq AnJiSmo. ca wim. 

4^'■^2^' 

Warned vitiirm lur pbm I'aii, Staish.fs I iiiupers 

Nerd system lor SS I . Can answer onlj d you send 
SASF or d I decide 10 play you Ronald ArtiajHCS, 
3391 Crestmow Dr.. San ' Bruno. C A MObtr, 5K 1 )- 

mi 

Helpl Mulliplayer games fur 3H wanted 1 Ans 
clubs around'' I'm average p laser hut good in JR. 
For fun noi blood Bruce Hall. 5517 Laocurer. 

Si.fi L)iej...C-\i:i2<>. ^Mtl-.V 

Ci.niil p 1 .1 y c r v-.inK III uith jnviine in Smith K;|\ 
area. Have grour of friends with ifiUKfll mall 
Ekldi Don Hawthotnt. 1316 w, 37Ui St.. s a n 

Pedro. CA vll7.'l. l.'l |J M7-^209 

WfellMd, phm Opponeal fin Wai Relalnely new 
to .imul gaming Will lake any opponent 1V1II 
answei all letters Slese Pis.ini W ftrcl HaiteRd 
San Rafaei, CA J490L tjfcjBjT. 



1 opponent lor 111 ur phm Anrn>. 
Bin/. KrdO.Jui, 1 all Pan, Panld, RW, ITTh, 1R. 
Cue leg, WH4IM, Rusvlamp I oh. svrileor call 
lirU. bavidC othran, J 30 Nottingham Rlsd W PR 

1-1. 3340J, IS55-4W.'. 

Wanted, hack is«uei Uencral W|[l pay (Odd price 
for issues before Vol. 12. Abnlll NE, CA. AK. BH. 
1)1). Xirad Riilus I lamgan. Ri I, Fialdwin. GA 

.1051 I. I4IMI !Hlft-:iKj 

17. vr.old wanlsnuMcefiir phm KA, |77fT il sou 
ha.es.stem FlfWas H Tac II, 3R. SSI. 1776. Out. 
and AK Johnf-owler.Jr. PU Bos 471. Clayton. 
liA 30?:i. 7ls;..lK4o. 

IS ir. old will ttl iiii.st.n games it dux enough. 
Am AREA. Would hke 10 try phm. I have no kits 
hut will buy. Jtoff Barker. 2405 Creole Crk Cir.. 

Slope Ml n, tJA IIWIII?, 4W-MWI . 

12 vr old nonce wants I'll pla.erv for basic games 
i.f 1)1). Mid Ms brother. Eric, warns ill plavers 
lor AK. Wat, Pan L.d. Byron William;. lOWIIIma 

Dr., H Lino I a III, HI 16H I 7, 5"5J>Jil). 

I il or phm AK. \n,n: DD, l.ult. Pan. Panl d. 
1776. RW. Al BtilE. nan WSAIM, Caesar's 
I 'Junius .ViL-i.i.Kf pLi lei .ijo.' It Split ensl ui kus 
Vernon H Lonf, Jr. Star Rt. Boa 130. Poealello, 

HikJMI. 23.1-36H 1 ) 

Opponent! warned phm MC 111) (irad Am 
average player. Any clubs in a rea -1 Contaci Chuet 
Tomsosic. 140 F ConntOCk Ave.. Addison IF 
60 101. 
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ARFA*KI playci w.mls rated games of WSAIM 
RW Lull. 1776 Clegmns and loh Firefighlso. 
phm Will smash anv opposing wooden Aral 10 
sphmers! Dale Morrow. 4IK 24ih Ave. Court. 
Fas; Mol.ne. II 6I24J. (tlHi 7^-U^s 
Am- gamers in Freep<.rt-R.H'it1oiLl jrea"" I rla. 

ft*, tuft. Mid WASasd Dip. Am learning King, 
WsiiM.andPm Also want General lw(-lt issue*, 
send price condiliun Fim Burel. Bb*JI3, D^\>.. 
I I. 6IQI", M65-S)<6.1. _ 

Will plus la. phm III Play ,111s All game fit I 
am beginner, mil ruled also [land Fmnigan. RR 
ei. D..IWW. II- nl71r,. ,17n^;jJ 
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1 starting 4 plus it Uiplomasy phm (runic \l« 
11 li pi. 1, anv t.iiiit \R I \ l.'HIJ l-.l-rL'itL-d people 
send SASE -nd ICle to cover serov cnp.. Paul 
Nurdbaus. IMS HerChrilH Rd . Sudhhrncik, II 
olX HS.2. H:-Cr2-20l». 

1 r'4U I uli, Wat, jthm iuhier« plus Jut. Ws&IM. 
AK. DD, An; 10. Ki.eg 1776. Pan in HL I am 
ARFA raird and desperate Dwajme Wilhrow. 
I 1 : ' K.-\ 14" l>MS L y.i. il mj'4v 3 1.; '' S-; ■•■ -1 
Want phm upptmcnls fol \K. HB. !)[>. ticll. 
■fSrad, Bin/, also php new AREA rated 120!] 
Kenneth Lifhltwdy, 1575 Snndpehhle l)r Apl. 

2 1fl - Wbe elm.1. Il IsOCWll, 54.I-044JJ. 

Pbm III Hill/. Ill An/a., rkilge. Fi'iH. Mid, 1114. 
Pan. 1776. 3R, Was, WSA1M, Tohruk. SST. Phil 
ronKKH. 20.H S. Kuclid. Inpls. IN 46218. 017) 

3 56- 3 245 

Hon Velruin.t. turn Hammersehmidl. Insl ad- 
J rinses, ple.i'i: HMte Sid 1 lain 1 gamci s-uimiiil oul id 
hiding Pbm III A I W ijusi houghth. Russ.Camp 
laver.l Mighl I rv others Hrooks I olheit. 2HKI F 
»r..„dw.iv. lo^.rispi.n. IN 46^-1". 1. 21^.1 "22-ISilr 
I have Blitv. loll. Panld. RW. (.rad, Arab 1st 
and Wooden Ships Will plas oniv phm Beginner, 
area rated- Felipe I ('bin,. Jr . 1012 Fran. I in, 

Vtunsler. 1N4o32I 

Wanted' Phm Im Pan. I nil. Blitz ARFA rating 
1 2011 and wailing lor tiisl game. Prefer hliKginM 
lulcs JcfKircer KR ^.Sheridan, JN46t>f'9.l,li;i 

TSx-l-m 

llase lound Farrah look-alike; need Iwo other 
j.ea-raled anpels to phili Rjm Camp .illdKlicg 
Dennis Sulshergct. Bos t.5. Chmhnlg Hill. IA 

■.Uli*. 17121X76-26.15 

FiroppLinetiiswanted Iha.eWat, sVS*IM (ieu 
RW. HH, Bin/, Pin and some other wargamrv 
WantloplayanvoncrefrirdJessofe^neriert-ec-Arn 
16, Tc>m l.aisure.s>U.t W e*ih Tcr.. Mrrr.am. KS 

W.2IH. 4.i2-?mi4 

A.eragc plavcr want III oppnnents for Pan, I till, 
lae. r!SI , DD, Kncg AgeJl Jason McCoy, «23 
Weil 102 lerr Overland Paifc, KS 60212 3SI- 

6H^o. 

IJ vr old seeks opponents for SST, Slit/. Mid 
lull. 3K. Pan. Panld. and more! fll. phm have 
no kits hut uill get. Richard N. Mullet. 11221 W. 

WlbSt .Art B. Shawnee Mission. K.S662U3. 6.' I- 

356H 

Have |ast |oincd A KF Aasagimd player looking 
lor same 10 phm. ttl AK. Alt*. An/lit. HB. Blitz. 
Pan, Panld, RW 3R loh. Arab Israeli Jarrel 
Cnder. 2452 Hiverlawn. Wichita. KS 67204, Lilftp 

na^sos. 

Wanted. -Id nil gitmers for rcrcomp in Wiehila 
area. Have WS&IM, Pan, PunL.d. L.jli. Jut and 
more. Will consider pbm in near iuturr. Jcrrv 
Hall. 2301 W. Third, W.ehHa. KS 67203. M3- 

5250_ 

Wichita Wargiimcrs iaVilE serious gamers in- 
leri-sied in enn-i.ihk- .iimosphcre and first dass 
opponents 10 join our weekend sessions. Chn* 
Wcisrr 110(1 F Harry 81406, Wiehila. KS6720T. 
frr!541ft24 

Wanted phm in [>i>. An/10, alreads hnse kil foi 
DD. tlw base Wlowittj gjiriea. AK. bb. Getc. 

I.ult. Siar. Tr. I7T6. Crad. 3R, Wai [or III James 
Cohen. 4024 l.elaiid Rd.. L.iusivilk-. KV 40207. 

H <*S-M4fi. 

Average 17 vr old player wints ItT in fob. HH 
AK.Pan. RW Fr'40, 1 oft Fspeciatlvwam Mulli 
pUya -1R Anv club, in ihi> area? Mike Crow. 
*<0l Arittide) Ur.. lousisillc. KV 4fi25K. (Stt) 



Brill tjarcia. 1000 ( icsihisen SilscrSpring. Ml) 

awu.t. 

H,-l:.' J v,■^ ,M-iai. r, ^M.i'.nlh-- Vs-.-i rin.ie: 

area' Fif AK. HH. DD. .IR, (irad, Ruv Camp, 
W;is Not ARFAraied prefer lOLimmt here. PnnJ 

Purman. 50.14 S Klecmdl Rd- SykttviUe. Mil 

;rna. :vmH. 

vsanHs! MI original run- an, I ha Ilk muna.ils loi 
lac II. Bin/, copies aettpled Also fit Fat. Fi«, 
Caesai Alcsia. bulge, more. Maybe Pbm lira. 
Mart ZalkuCI. 2102 Chciwood Cir. 1 imunium, 

Ml) 21091. 1.WI.I 2j2 IS.22 

IVsperate heginuei needs paiient plavcr tn phm 
Pan. Lull, will Eit these and Blitz AIW I. .h .Will 
learn nlher games goo I Immas Smiih. Bos 1S-K 
6224 Solomon's IsF Rd.. Tracev's landing. Ml) 

2IIKW .iut-2M-ftilu 

Wjm pbm arett urn-area AK Blur. DD. 'Cnd. 
Wji. pla. either aide anv game w«ni if opfM in 
S.E. Ness England have 25 olbo Hies. Pele 
laindrv. I J Bnerclillc Rd.. F.urhasen. WA027IV. 

W3-tMI3. 

Wanted opponents Itl in Ale*. Hlii/. Krieg. Orig, 
Pan. RW. lac. Russ Camp. War m Sea. Smr 
[i.opers Novice level. Haveirasnponatit>n Musi 
comactos post card 01 letter Jon R.an PSC" Bni 

471. Hanni.m A IB. MAJI71I. 

Pbm Ar»iu. Bid. 'T5. I uli. RC Pan. Fr"40 1776 
AREA above 1200 prelenrd. hal will answer all 

PrcKnil] raied 1203 BDE ittetnirtiniitWO Hill 

Rising. 1430 Mass Ave, Lexington. MA OHM 
[6|7j W2-51W*. 

\i:i.ll. .I".. I i.ll-.-C li:.l .1 -.' ■ . -i-^ J1..I-.L-I «efV«|i!lru 
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New tlrle.m. are, 1 fameffl Oul group meeise 
Wednesday night We play all tMluiiCtuTOr "l 
garnets, Drop b. and sou will cnjuv Riehard 
Cticcia. 4725 Cbastant St.. Metairie, L.A 70002, 
1 504.1 JiH". -OjIWt 

lhe mad hangaiian wants your maihlest ftl 01 
phm Loft. Pan. Panld. also php in Mr ORInNFI 
area AAA I lt)S. Conl in late August in Augusta. J. 
Andrew [>n/ha./s. m. Fen Fowler St,. Aogriiau, 

Mb! 04,1,11). (2QT| 622-0571 
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Fif. pbm^ AK. Full. Mid. Pan. RW. |7Tf.. JR. 
Wai, Tub. Blitz. FRC. C-vUkl. willstlUero«snl 
Gen. 9 3. 3,6. Vol III I F.i present average plascr- 
eapen al elassits Oanns Swerdkaw. 5704 Lerum 

Rd . Hcihesda. Mt> 2I.)0'4. -1 llll 1 22^-frilK-l 
•2vr.oldw.sheslilwnhl nil. Mid. RV. , WS*tM 
am fair in good plaser No pre I. o! side. Please 
respond Richard Hulehmsiin, HFIJ 50 Bov 142 

NSMC. Beiliesda. M]]2=:>-|.- >> 'i:'.i 

V Ml Cadtl mi 1 r.tT Freak m-cils t.iiVipelitiori 

in pbm or 111 irt Pan, DD. Bulge. Bln/.Cbanc. JR. 
Caesar 1.. or Dip Not AREA rated. Hubert G 
Schneider, III. Hon 50A, Clarlshjfg. Ml J 20734. 

662-75SX). 

} It- I I Si. Gen. I uli. IS>IJ. 1776. Wai. C ham.-, 
phm Wai. Dell. Daane Palmer. 577 Sum mil Mall 
kil . ti.iilhn-isb.ng. MD 2irr*l. Hr.'r-.sa ; 
Are there clubs in urea" Would like In plav III 
anybody in general vicmuv Mid, 1776. JR. rale 

msveii good Emen Ford. F^OBOwtrnfCroBLri. 

liiToiaolos.ii. MP 2ti^" r:-i.r*! 

Pbm AK. am a.eiage plaiei bul am nrss al phm 
via Have Nieh.ik MM Stonr.hrouk Rd Ran- 

dallsluvsn. Ml) 21133. f^ M24 

Warned, opponents in pbm Will nta'i ,iov ^.iiiie. 
either side Have BF) St. F(40. CJett. lull. Hid, 
Pi,o. PanlJ. RW. 1776. 3R, Jit. AIW, and 
utnen. Ronald Smlrloc*. 151 ifiCandyiuli ijmt. 

Ri.sl.Mlh-, .M UJIIH^l, (KHj 4H)4:)J54. 

k Pbm limicd. 



snepiiyi 
RC. BB. M.rad and Wai. "' 

i riy in ncs. James H. Fink. ib Jai 

MA 02112, (617.1 44H.236I 



w,i; , 



-in 



.. Needruun. 



Vilo in 






'4vr olddesper.tle Iur1l1 tompcttiion I 
lee.inmoslav games An; 
l. 34 I egg Cl , Coldwatei. 



'Jon Har 



MUSHMIv :'- -.'-i- 



Wani to play I oh. phm. pla.c 
lairly inielligem Have si 
SeeMtW 1- F.I. IK07 Lau 
4^507.1-1131. 13S.n3K3. 



I'm npponenli 


wantee 


1. Would like t. 




Imr. 


tlk-son". point 


»ysiem 


for Sn 


13 bu 


I vol 


iplay 


norm, jcerunc 


spbm. 


AREA 


IZCW r 


■ted. 


Don 


Copeiy, 11 Ea= 


i JISl. 


Holland 


, Ml 44423. 


1616) 


396^3016 













Need pbrn opps'nenls !<■! Hi 



DD All 



tplys 
Ill.Chadro 



rk, Ouad. and 
impily Ands 
NE69337.(3W)432> 



Need two opponenis lor Mid, Pbm Aecd- f'rngg 
article in (kni-ral t\ 6. Run ,1 gLimesai once Also 
phm tult Hlii/ Rich Mocii.ce. 1 2749 Wood- 
creM PI/. Omaha Ni 6KU7, )4a2 r M*);-V3.32 
!^ yr old want- to know it ihefc aic an. War 

Games Clubs in lanmln akusvants fif for Alex. 

PanEd. Str.Sh.trps. and oihers. Sian Mel end. 
RH 41. Roca. Nl uK4.HI. t 4IJ2i ""2-2T71. 



sstorw 



nir.ee. ri -rfc 



lj game: given the chance 
re iban wek-nme. W'm. 
eenl-ane, I-asVejas.VV 

Fn lei mediate pUsi-r wants oppOtlCM any ate- Will 

plav AK.Xind. Waa. RW. Alliwicc3R.willplaji 

fif nr |ry pbm. Any Clubs here.' Please contact 
Mark Mencky, 11470 Mariogauv Dr. Reno. MV 

H"5M..H25-2I64, ' 

Harran's employee. 25. warns face lo (ace 
opponenl in 20's or 30\ know almost all games 
DD io Bin/, plus IR. willing to learn others John 
Scon, 2244 Orcenhrae Dr., =M2. Sparki. Nv 

HK41I, 35H-0.17? 

Adull plaW-i wishes phm ol UH. 'Orad. blitz No 
AREA nccessar; Greg Smith Cap! Clark Mwv. 

VsaM.i, Mlol.IT. in : . ;l ,s4^43 

Join new cluh, IK and over: All games also an. one 
lor III Dip'' Alan R Moon, 54 Mullens laine. 

Betnardsville. N.l 07124, ;2ulj 7^.jK.^ 

ARFAraiedaditliVLinh phm Arah l.rael. Wars. 

Pa, Tohruk, Am, experienced in pbm arid reliable. 
Ruben M Zeli, | IJh Seagull lane. Cherrv Hill. 

NJ UKU0.1. 



Panl.J.lR, WSAIM, K-ngMk Am AREA rated 
Anv clohs m South Jer*ev arca" h J.-hv Ziemia, 25 
BDllonwood. annaminaoti. NJ 0BO77. |fOV) H2s«- 

5W 

V'Allenlinn g.imers in lilouchestcr Cil; 
Camden Co area living to lurm club lo meet in 
(ilouchcsier. please contact: vieoigc R On- 
dovchak 218 lehigh Ave., vilouehesier. K J 0*0 JO 
|6W) 45n-265K. 



TrTT 
Bin/. DD. I i 
lac. JR. Wat 



.. HH 



073O".. 333-0353, 

W,,ntvd 111 ui UK.il area lot Hill/. II. WS4IM. 
I ult. Mid, l y an. Panl.d. RW, 1376, lac. 3R, will 
learn quickly lo plav others. Mike Mallamaci. 72 
Dorothy Dr.. North Haldrnn. NJ 0750*. 423- 

Vk ill pL.iv .his n.iigame h'.il Kneg and Hlii/ phm 
or Itl area prctcrred I have 1600 raling Stephen H 
ShedJen. W3 Cedar Crone Rd-. l<.m>K.ver, NJ 

iiW5Xi2iHiUti-2?(m 

Average gamer abotii 13 sr> old wanted loi itl 
rempeikion in RW, Riiss. Cimp. SST. War al 
Sea. WS4IM. |77o Contact; Erie K.ncbner. 400 

Ol.s^ I). . sWsriiiMd, S.Hh-DSHi. HJ-W.-M 

For 3R. Pan. Kncg, 1>D. Grad. Blilr, War al Sea 
lob. fif only unless 1 rust wiln die roll Will learn 
others last. Darnel Williams. Star Ri 7, Bos 
SMI Helen. NM KJ70MJ»3jJMJ61T 
Pla.iesiers wanted lor '776 varum (French 
Indian Wan I supply rules, counters, posiage.de 

Prefer gr«ops or clubs who can fit For detail] 
wriie I Richard lurv.nen. HQ USEUCOM PO 

Hos 51. A I'd, NYIN|?K 

Phm Pan. I'anl J. RusC.uiip. 1-^411. I uli. Lie. 
AIW! luhruk, fire fights only AKFA ruled, bul 
will play all. Have kits for Pan. I. lift, need 
opponents \1s.gi \ndi [-.. Johnson. Ill Hos I 7.1. 
2l67ih Comm So, \1H) Nl W >PRK 0^121 



Fspeeialk intereslcd in Ruvs. Camp. 
Cofsll skiia. A Ales Writt or call Nathan 

MiKr.rU. 426 F. Fcrrill. Norman. OK 73071, 321- 

0659 

Cimidoppiineniswantedlor.lK. R rt > Jncksmi. Ul 
F l.'th Ave . i upene OH S> T 4IM . hX'-HW* 

Dtjiicpbm III ARIA matches ol I2ll0or nigticf 
lamapproi. I3IX1 Jlasr most AH games Gladlo 

plav anyone and anvthing Will travel l.rland 
Harmon, lull! N/ -Vsc. letitaode. OR +>*,*) 
OppOBKnU warned lot til. JR. War at Sea. Dipl . 
Kin^mki. WS&IM and Bl.i/ A.g ahilili. Ken 
■ '■- w^Hlaere, Salem, OR -".1H2, J42- 



1,1V- 



\rea I.HH) Hill phm IM Itl HH. Bin/. DD t'.in. 
An/in. luFt. Paold.1776. 5JS| Would like muhi- 
player JR. Dip. For ARFA or fun John 

I jjhtfoot. 155 w. 15th S tl . Holland. Ml 49431 

I 6IM .192-1.^1 

•\duli rciuiniiig i" ueiiie j:, lining sc t ls i.l ,idul| 
upponcm.s in Downriver or Northern DelMHI 
suhurhs Have nearly all All releases ARrA 
member. Fred Laldernne 4070 l.ongtin. Apl 2. 

l.meoln Pk. Ml 4X146. j.ll.lr 3^-5250. 

Wanted: Generals Vol 10, No 4, Vol. *. No I. 
Will accept good sefoVeops. Se-ndyour price J on 
B.cknrll, 1301 Airtoeld In, Midland, Ml 4>tM0 

f 5 IT) 611-4627. 

MorieC seeks reliable phm. Pall. P.ml.d, Tob. I'm 
college student, nrill play anyb.qds. Willing logo 
programmed accnarioc I ihruk. ftf: AH. Mici>- 
Armur. Air Minnies. Lee l.o.e. 711 N Wcsl Apis 
Ml Pleasant. Ml 4s!t5ii. 1.T1 '72-161' 
Have giiod quality Rt phm sheets., tscparale 
vicfman-Russian sheds. Blank hacked Send 
stamped and. addrcswd envelope for copies Hill 
Anspach. 46.17 S Gregory Saginaw. Ml 4K60I 

|5|7> 753-76S5, i 

Non-rated 13 yr. otd ii witling 10 burn io ieini Iri 
AK. Wai. Gnrd. Gell. 3k and Otheti. Dan 
Hradsbaw. 71111 Dudley. layloi. Ml 4BIS0. 2V2- 
J474, 



N t « Aiea metnb. wishes php ftt any game ptel 
Krieg or SST hiiu Ed like cluh. Jim Swingle, 625 F 

I Hlii ID, HPj S, MS s54IH, M70-7tl4J. 

14 vr old warns ftl in Alcs.SST, War ai Sea, Russ 
Gump, in Djluih Proctor area. Will learn your 
game. Noi raied. Call after 4 Jon Hcdguisi. 104 

II h Mi. Proctor. MS "Mil. r-;4-2(s2s. 
(fpp.inenlh wnt. loi ans Itl games ARI -V must. 
Paul Gorbas. 3 Silverojl Cl„ Manehesier. MD 
63011 1114| §23-4713, 



13 yr old German Field Marshall will desiroy anv 
and all III opponenl s ol ans age I own 15 games. 

will learn others Bobb) Carver. P.O. Box 1316. 

Roll;.. Mo 65401. .Vhi-1.135 

Sosicc wanls pbm IO WlC. Pan, also want. In 

learn Slrshp Dpr pbm^ NOft-artt raied Cni| 
Saieeley. Ib23 S Mr.iadway, .Spnoglicld, MO 

(■5"0'. Kf^-"q> 

Di-d 1 701) seeks phm AK and Pan- II vou'ie hi In 
amateur radio irv PRK WlJObhD John Sonde, 
s4IO^lllhSt Fen, Si Josepii. MD 6J5II5. 1HI61 
233-9*61. 

Need. Coral Se« piece-, original or >cro\ copies. 
Also need Vol. Id, No. I ol General with Leytc 

Variant, and need vit.im for Mid Anyone in St, 
Louis, Ollil Heskman. 5752 Blufl Rd.] SI. Louis, 

Ml.) 6.11 2S. |i|JlM6-272-J. 

Wanted Phm An/io. HB. Hill/, til Bellevue. 
Oil li||. AFB. South and West Omaha areas Have 
car, will travel Have large assortment of AH 

immes M.ke Arnold. 1104 Colpcpptt Ave, 

Belle.ue. M hwrnis. <4o; r :^j-i.27a 



I u 



- s _!iii_ 



I SOt) fd ,., pbm AK. DD, Pan. Grid. 3R. 



. HH 



2-1541 M..A 



1. N , I 



!|T2»- 



1. old seeks pbm opponenl foi 
Starship Iruopers WSftlM. Mid Also anyone 
interested in %i>rth Alleghrnt Mihtart History 
Club David Greenwood. IH3H Menold Cl , 

Allison P.ok l>l 15101 166-IW2. 

27 vr old desires \RF A ruled phm 4.K., BB.Wal. 
Caew. rating 1265, Ren Miller . S3K M iller Ave . 

Clal.lnli. I J V l.slljs, 141 2j_2 3 .' -^61., 



n ARLA eompeiition wanted lor Bin/, [hasu: 
plus optionalsl and Russ ( .nrp All replies 
answered also back issues ol tier wanted Please 
send price lisis Marc Dult/. 216-57 6Hih Ave . 
BassiJc. NV 11364. |2I2|42?1.2>155. 

Adull 111 opponent "anted -Ml &. olber games 

also. Miniatures in Phattsburg Chary area. 
Martin H.tmlin. P.O. S73, Cha/s.NV 12921. H6- 

7401. 

Sli.ii.ng W,it tiame < Hi h u> Go«htri-Middleli>wn 
area, Inlrrestcd mcmhcTs call or wrile: IXiaglas 
l-ahish, IK Knapp Fetr. Goshen, NY 10924, (»I4) 

2V4-SJ4T4 

VltiTili'in! I ,111: lorjinng a Maigionoig cluh on 
Grand Island New York Anv wargamer. in ihiv 
area please call, look at General Vol, 13. No. f, 
Mark FiUfenld, 2731 West River Rd.. Grand 

Nand. 5.t 14jj72jjN6j 773-79*4, 

Phm M.d. Fr'ati, Chess. ( tithoscand others Hill 
Bruno. Id Salem Ridge Dr . Huntinglnn. NY 

1 1 7 43 

Phm Pan sou choose scenario I lake suae I JIM) 

rmed ARI A rated games only. All letiers haMr) 
answered. Oary R Purwin. l19-43-7ihAve..NV. 

M i 1356 i2i2i 353-7641. 

ttanied laalteofCeM UMiiVari.mi Huigeiioi-isti 
Stalingrad II & III Anno fl & 111 Stuart 
Schocnberg.-i, 240 Slcptian SI.. North Hs-lmnre. 

NY 1 1710. 1516) CA I-.WT6. 

Opponents wauled lor Phl.u and F'anl d, tttonlv 
Will liwineea.ll comers Dave Fnglcr. IS3 Round 
Hill Rd.. Rosl.n. Nl ||57-. 1 ' I to n? I -r.222 
DD lamiheGctni.oi, Pbm I w ill pi,.-, load. HH. 

it other plavcr will spin ensi, Steven Collins. MS 
Upper Mm RJ-, Sao bora. Nl' 14132.(716)731- 
ww. 

Would like to play Anno. 1 pick the rules you pick 

ihe side. Am iwelw an. old hul good. Sie*en 

LTAfati. Qmntawn Rd.. Sound Beach. NY 

MTS?, 744-0668 

NY pbm Bill/ area IStXJ Have kit Will also pla. 
Aba, Pan. Panld. by mail Ftf or php John 
Caruso, IJ-3" 14* St, Whiicsione, NY 11357 

!2:2i ''■■' 1)166 

-sseia^c phiver waul. III... pbiniii I I lull sliil 
1*14, Panld. l77t).]R. "Grid Bfe.lt IUfncf.2461 
Sedtii-lu-ld Dr.. [ hanv-l Hill. N[ 2 1 :M4.'J12-H»7 
Help' Di'-piTule Im phm cnnipelition in Paul il 
and AIW Need giHid: svstem Also Ilf and php 
PanL d AIW and Pan Anyone in Raleigh area " 
Chris Li^ak, 31 13 Carovel Court, Raleigh Nt 

2 7l.l2.lsmj 7K2-25 7T N.i oilk-i-l! 

Wanted pbm or HI in |77f. Panld. Pan IR 
Aniio. hive area rating. Any pttyen heref Dind 
Doekter. 3643 Fvergreen. Fargo, ND 58102. »3- 

IWZ. 

Where are all [he ND people' 1 lh vr old wants mil 
too serious phm possibly php in P/Bi/ David S 
.li-hnstm. RR I, Bos Ml. Fargo, ND JKIUB. 
See.: ruled phii: j.miiics tor Vi..°> '"4. -Ms.-, -.ili.1 
games lor WSAIM, RW, Pan. either III php Ms 
rating in AKFA is 1200. Any phm php method- 
lot WSftlM, loin Wakh. 3715 Meaduu 

Galea., Broadview His, OH 44147. |2I61 526- 
5723. ^_^_^^_ 

J I ii I; a- V. uieu-iiiTs 1 1 in L n^ Im hi euiiKs loi 



m mer a nd I h I 



o other i 



General johers challenges a 



i r hm 



I li -n 



Wiemai. Citeleviilc, OH 431 13, 474-442T 
Phm VK PP. HH III php Jul, [ uft. Mid. Pan 
Panld. new area I 200 C amphcll. Rohl I 5132 
lliekani Dr., l>a.ton, U II 454.U. 25 2 .J160. 

Needed oppurtet-ls! rt.mlJ hke III i'n AK. Mid. 
Pan. Panl.d. 177*. Glad, JR". other* gamers in 
Nonhern Summii County, call me. Marc Haniia. 
2083 Sune Rd Bon 141. Peninsula. OH 44264 

2Jh6 h i"-2>.sr. 

"vis ^.ir^,i-iiet. in Vy.LMie ( .. un-.i 1 Would Itkelo 
form small eouh. Kevin C Rorirer. 77 Warren Si , 

M ailman. OH 442711, |2|6) s)2?-i77|. 

Phm ARFA pla yen wanted for UH. Icagtie n.™ 
lorming. I know someone oul there plays HH so 
come on join my league. CSS affiliated. James F 
Hi,immei.45T>6SmithliclJ. Shady side. OH 4.1147 
Itt opponenl wanted lor RW. Rrieg. AK.WS.Si 
1 am I3andde«peralc Scon Clinlon 6H3 Wmmai 

! •! Wesle-rs.lle. t)M 4311111. »■) I -» I HI 

ARi A want opp.-iicnts lot hh i pi,,, liermans 
soil piek rules IV. u answ^call leturs. Please only 
I'JOO* rated opponents Doug Fuller. Bos J9, 

WtsHield Cr.tr, t)|| 44251 1.2 1 6) HH7-.MJ55 

Grig phm. first lour players acceplcd emphasis 
on letteis, Irraties. also DD. Pan or olbet AH 

games. Fif in Clesi- area or l_akr Conn I. ARFA 
Dave Scon. .17750 Euclid Asc . Willoughh.. OH 

440S>4, 151 1271 

III only Laft. Mid. 3R. AIW, WSftlM. willing ro 
learn oiher» Nffl raied. Mania Connolly. 2il2 
C-ornwali. Nem,,. on 4s is-, ,s i ^ 3:^.10,5 
Wish to plav ad tilts pbm (-etl». been, fluting two 
vcars. Mike Haghv. Bo* 211. Buffalo OK 73834. 

(4031 735-371*.. 

\vcragc adull seeks opponents 1oi III play 



Phm vieii, Blit^. Ftf Jul 

■round AlhBtown. PA' Age 14. average player. 

lint Mangan, 564 Cherry St.. Coopcrshurg PA 

IK0.I 6. 2!C2-43g )' 

Kcmiamaied HiLlci wishes pbm 1nr most AH 
games including AK. Hln/. IR RW. Ruis Camp 
preler Ans Ar.an tvpes prelened am 16 Mark 
Pipieh, 331 S Sanst-i Blvd.. Erie, PA 16304 (BI4] 

B 66-14^6. 

AHF \ Ill00«ekslil or php m |T7rt. p.ml d. star 
rroop. Kus. Camp. Prefer teenage opponent 
Roben Da. me. I4IV Wotih kd, Huntinidon 

Valley. PA l-HMX,. Cl^j Wl- , -774[l 

Face A sis in Rommel. Kcnso Kanlai in Santa 
Cru/ ps'isian host in Ales, all phm. Giiad too! 
lorn Hopson. I(ll Moody lane. Imperial. PA 

I5I2H. KW.3I4H 

Wanted phm. lated 1 2tkj. ,1K, V.us. Ill) HH. 
Ales, BK. Gelt (Jrad. tac. JR. no kits will go half 
Will KHTipl all games Vietnam vel. IXruils M. 
Sin-ppar d. s)|j< Isl St.. Laileasler. PA |7t4J3. 
■Vduk phmai.iihible -VK. BH. Gen. or Itl in local 
area. Have been out ol action last 5 1 rs Hate all 
All wargamrs Mike Marmclh. 226 G.iodlord 

Rd. Philu. PA ls-154 

24 yr. old beginner will phm Gelt lor A Kl Aoiiusr 
lor I tin. Anyone ol any age welcome Ihoma. 
. Pittsburgh. 

CSS I tilt" League open Any one can join W'ritx 
l«r details Picas* tell me you CSS siaius (are y oij 
in or out] Include stamped, sell-addressed 
en. elope Kun Haas. 210 W Chapel Ridge RJ . 

Piitshuigh. P\ I523)s.HI2i ir.j-S7|4 

Adull (27) gamer seeks phm opponent for I 77n L 
WSftlM 01 I ult You pick the scenario I'll pick 
Ihe sides Have kit lor Lull Barr. Fopchock. 41161 

Franklm Rd lyh. PA M2I4. 

Nnvue wants III. DD.Jut. I utt. Pan RW. t.rad 
others. Willing 10 be humiliated in return for 
experience. Ste.en Kliekin-. |42i Scnlager si . 

Sctanion. PA 1 11:504., .M2-52H-I 

AREA I2WJ. playei will phm Pan. lull, ftf 
Panl ,! loh ..1 phm loh 10 anyone thai has ,1 
system An. clubs in Siale College area? Robert 
Ko-ko. 411 FdithSt.SskessiHe, PA I5K6S.ISI4) 
r-'N-'sj-si 



r. STO 



Wanlcd Phm 1 mon opponents m 
willing lo change the c«viise ol hisim. 
phm SSI fi-lcrransl Robert So 
Huston Dr.. Wesl Milllm. PA 15122, 


Chi 1 un 

Also! will 
eder. 11)79 

46C- l6:o 


ARFA 1200 pla. ei would like phm oppim 
75 Hln/ Fred Kohr 20J1 Gamei Rd Yo 

174111.(717)^54-1125. 


:ni for 
rk. PA 


\i:i wargamers in Aiken-Augusia a 
will f(f in Fat. JH. Panld. loh. I.ul 

Ken Johnson, R| 4, But J54, Aiken 
,;-;i|li !.4.s.4(.2.s 


■ci' I'm M 
:. WSftlM, 
SC 21K0I 



res vinmgioHSClhi.lall' 

Coniaet me Help! Musi buy Airfix Cuiiuiien 

horse bidders, mourned olfierrs lAmeiitan. 
British! 1 1 tmi Revolution sets. Stephen Herchak. 
I62« Canty l.arve. (harlestun. SC JU4II7 766- 
J9m 

\ge 25 wuh iimesied ibitilj due to lack of 

.■i 1 : ems I hi 11 uiasi . H g.oile ntles s 111 . nis 

in this area 1 Ro. > Morning. «l Windsor City 
] st. Sumici.se 2" I SO, 46^-112^^ 

\ii t'ure am ss.ir.euiiieis in I as| I r Itl Bill/. Pan. 
Slailroop. also phm BUU, Pari. Am area raied. 
Am willing 10 pla. other AH games Ral 

Rohenson. 823 Ovou St, \W Cleveland. TN 
37311 I6MI4T1.56.W. 



\ re 1 1 
i-aiiei 


I: 


■1; Jd .- 

'ii hrea- 
.-..Ik. 


■enrol lenn le 

hint. Mike P11 
IN JbSOI. 16 If 


ou're doI there. 1 

11e.1l Rt |l< Hos 
1 5J7 1716 



W 11. old gamer is desparate lor opponents. Very 
lew games I wont. play, but pi c f era tactical le.cl 
conflict. Ftl or pbm Possibly form club Nolan 
Bond. 4555 Chuck, Memphis. IN !I5M«. 7U4- 

0.1117. 



Would like pbm lor An/io or Kingmkr Will 
answer iH lexers, lam 16. an average player, and 
have 2 \rs espenence David Hailc.. 4nj5 

H-.H-lJe. Arllllgri.il. 1 N 'f4Hl 12141 JS'-iatlS 

A,g 13 yi old wanls ttl m WSftlM. RW. 
Slarlroop. Dipt Pan Panld. Fl, SI I II Iry pbm 
own no ills. An. Austin clubs' John Godfrey, 
4WI2 Fdgcmoni Austin. TX 78731. -(5121 4SS- 

7542 

■>«! -\ I Six) looking for rated phm in AK. Hlii/. 
Ha. CM- -Vl^oDullsaaiCJIII ini.fU.Jul, Panl d. 

Mid WIRtaranben fill ByTd.rJMOKmwhrte, 

Dallas. 1\ -S.ni !2I4) ,U|-KU 

25 .r old wuh inlcsied \KFA l2HHlw-oi.il,! like ui 
111 IR. Pan. WS&IM. RW. Al Wars, in Dallas 
area Michael D, Walton 5731 Hanover Dallas 
l\ 7;rir) J52-M|iJ 



Adull i:Kl ARI \ II2INI) ialcd playei seek. Ill 
pbm ARFA upponrnls Am reliable. Will huy 
kits I base 55 games io choose Cram. Paul Bid well. 
4125 Iradcwmd. El Paso TH 7W0J. *H-75A_ 

I ■■ I i ^^_ 

Warned 111 opponent, lor any \H game Anv 

club> in ^^ area' Good adull player needs 
challenge. Ftp. like FCus Camp. 3R, Caeiai, and 
Laid. Tcm Hudson. 41 10 Modem. San Anionic 

l.\ BEH, 6S3-4JX7. 

Wanled: I'll nrphp opponenl lor lac. WAS! >R. 
Dip. Gel I SSI. loh. RW, I prefer lo he Akb 
plaser. hut will hccilficrside Da. id 1 eona.icius, 
12.102 lone Shadow. San Antonio. J\ 7«1! 
655-sJ.Ml. . 






rurv- n 



the following ea.mes. HB, Bin; 

pbm only, Ray Niedcr. 4.H4 take Grove, 

Seahiook, 1\ T'SHd, ^■|.l-|-'4.l,s|7 

Warned. (IH.-B.1 adull -Hi 1400* rating lor HI 

ARFA compel ilmn I liti tncntsthiiden I cam 
liKikmg Inr challenge game. Ruben J Bey ma. 21 
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WE WANT YOU . . . 

to write for the GENERAL. If you can string 
words together into an interesting article 
format on any Avalon Hill wargame, there's a 
good chance you're just the person we're 
looking for You can supplement our literary 
staff with articles of strategy, game analyses. 
Series Replays, commentaries, new scenarios, 
or variants. 

All articles should be type-written, double- 
spaced and accompanied by a self-addressed 
envelope bearing first class postage. Other- 
wise, rejected articles will not be returned 
Articles should be supplemented with illustra- 
tions and/or charts whenever possible. 

Commencing with the January, 1 977 issue 
the GENERAL will pay $5 per running 10" 
column of edited text. Letters to the Editor are 
not subject to remuneration. Alternatively, 
authors may elect to take their remuneration in 
the form of Avalon Hill products, paid at the 
rate of 150% of the cash remuneration. 

At the end of each calendar year an 
EDITOR'S CHOICE article will be selected. The 
author of this article will receive a SI 00 bonus 
and a lifetime subscription to the GENERAL. 
Articles will be judged on literary style and 
meaningful content. Quantity, bulk, or length 
of article will have no bearing on this selection. 
All types of submissions are eligible; Series 
Replays, tactical analyses, variants, etc. 

This payment system is only valid for 
articles received after January 1, 1977, 




COMPARTMENTTRAYS 

At last! The long suffered problem of unit 
counter storage for Avalon Hill games is 
solved. The Avalon Hill compartment tray fits 
snugly into the bottom of the bookcase style 
box. A clean plastic cover fits over the mold to 
prevent counter leakage. Each tray has sixteen 
1Vi"x2Vfe" compartments Va" deep which will 
accommodate up to 400 unit counters and 4 
dice. 

The tray is also usable in the flat box 
games By cutting off with a pair of ordinary 
scissors three of the four side panels of two 
trays another perfect fit is arranged for the flat 
box games — this time with 32 compartments 
and 5 dice depressions. 

These trays a re available by mail order only 
direct from Avalon Hill. They will not be 
included in new game releases in either the 
retail or mail order line. The trays areavailable 
only in sets of 3 and sell for S3. 25 per set plus 
75C postage charges. Postage coupons cannot 
be utilized to order compartment trays. Mary- 
land residents please add 5% state sales tax. 



FOREIGN 
READERS 

Due to contractual obligations with our 
exclusive distributors we cannot accept mail 
orders for games from Australia, Britain, Ger- 
many, Greece, Italy or Japan, Such orders must be 
placed with our exclusive distributors whose 
addresses you'll find listed on Page 2 of this 
magazine. Orders for parts and airmail subscrip- 
tions to the GENERALatc not subject to this ban. 
APO and FPO addresses of U.S. servicemen 
likewise are not subject to this ban. We also urge 
you to get in touch with the distributor for your 
country in regards to placing your GENERAL 
subscription through him which in most cases wi 
result in considerable savings for you. 



REDUCED HEX SHEET PADS 

Now available from the Mail Order Depart- 
ment is a pad of 30 hex sheets with normal half 
inch hexes printed on one side and Vb" hexes 
printed on the back. The pads are useful for 
designing your own games, making hex overlays 
for actual maps, or generally sketching moves 
and/or concepts. The pads are available from 
the parts department for SI .00 plus postage. 



FACTORY 
OUTLET 

Whenever in the Baltimore area feel free to 
drop in at our design offices at 900 St. Paul Street. 
As a convenience to those who visit our Town 
House design offices, a wide selection of the latest 
games are available for sale to the public at full 
retail (sorry, no discounts given here . . . the half- 
price table discontinued as of April 30.) Games, 
only will be for sale. No parts or issues of The 
General: they must be ordered by mail. Please 
bring your checkbook or be prepared to make 
exact change. Saturday visitors are invited to stay 
to playtest new titles or simply play their favorite 
games in the IGB gameroom. 

Hours: Mon-Fri: 9 A.M. to 5 P.M. 
Sat: 10 A.M. to 5 P.M. 
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PANZERBLITZ BOOKLETS 

After hundreds of requests for it, we've 
finally published the best of the GENERAL'S 
many articles on PANZERBLITZ— conventional 
wargaming's all time best seller. Entitled 
"Wargamer's Guide to PANZERBLITZ", it 
initiatesand may very well end the Best of the 
GENERAL' series as no other game has been 
the target of a comparable volume of literary 
attention. 

The 36 pp. manual resembles very much an 
issue of the GENERAL except that it is devoted 
100% to PANZERBLITZ. The articles are taken 
almost exclusively from back issues, dating as 
far back as 1971 . In addition, two never before 
published articles appear: Robert Harmon's 
"Commanders Notebook'' which analyzes the 
original 12 scenarios, plus Phil Kosnett's 
"Chopperblitz" — a hypothetical variant utiliz- 
ing helicopters with six new scenarios. 

Reprints include Larry McAnenys "The 
Pieces of Panzerblitz"— voted the best article 
ever to appear in the GENERAL, Beyond 
Situation 13 "—twelve additional scenarios by 
Robert Harmon; "Parablitz "; "Panzernacht", 
"Blind Panzerblitz '; "Situation 13"; "Champi- 
onship Situations"; "Panzerblitz Conceal- 
ment"; and "Incremental Panzerblitz." Top- 
ping it all off is a complete listing of all errata 
on the game published to date where the 
Opponents Wanted Page once ruled supreme. 

The Wargamer's Guide to PANZERBLITZ 
sells for S3. 00 plus 50C postage and handling 
charges from the Avalon Hill Game Company, 
4517 Harford Rd., Baltimore, MD 21214. 
Maryland residents add 4% state sales tax 



16 WHEELER DESIGN 
CONTEST 




Yes, Avalon Hill has joined the ranks of such 
corporate giants as McDonalds, Zenith, and RCA 
with the acquisition of our very own fleet of tractor 
trailers. Would you believe a fleet of one'. 1 
Everybody starts someplace and our first rig will be 
making long distance hauls for raw materials and 
major wholesale deliveries along the East Coast. 
And to make our "fleet" instantly recognizable we're 
looking lor a distinctive logo design so you can spot 
it on the highway. If McDonalds can have the 
Golden Arches, then Avalon Hill can have the 
golden hexes ... or whatever. Seriously, if you 
fancy yourself a graphics genius or even just highly 
imaginative you can win yourself a LIFETIME 
subscription to the GENERAL by submitting a logo 
design for our new fleet. Address all entries to the 
attn. of A. Eric Dott our head truck driver. 



THE GENERAL 



READER BUYER'S GUIDE 



TITLE: ARAB-ISRAELI WARS S10 

Tactical Came of Armor Combat 
in the Mideast 



I NSTRUCTIONS: Rate alt categories bv placing a 
number ranging from 1 through 9 in the ap 
propriattr spaces to The right (1 equating excel, 
lent. 5average: and 9-terriblel EXCEPTION: 
Bate item No 10 in terms of minutes necessary 
to play game as recorded in 10-minute incre 
ments. EXAMPLE: If you've found that it lakes 
two and a half hours tp play FRANCE 1940, Y°c 
would give it a GAME LENGTH rating of "15." 
Participate in these reviews only if you are 
familiar with the game in question. 



Physical Quality 

Mapboaro 

Components 

Ease of Understanding 

Completeness of Rules 

Play Balance 

Realism 

Eicitemtnt Leuel 

Overall Value 

Game Length 



The review sheet may be cut out. photocopied, 
or merely drawn on a separate sheet of paper. 
Mail it to our 4517 Harford Road address with 
your contest entry or opponents wanted ad. Mark 
such correspondence to the attention of the R & 
D Department 

Game to be reviewed neit: 
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CONTEST NUMBER 78 

You have been dealt the following twelve Crown cards in a three hand 
Kingmaker game. You are to arrange your faction and noble placement so as to 
guarantee that you capture at least three Royal heirs. At least one of the Royal 
heirs must be Lancastrian. You can assume that all sieges will be successful. 
Also, you have no idea what other cards have been dealt to the other players. 

Be sure that you understand the meaning of the word "guarantee" as this is 
the key to the solution. Nothing can occur, even at the slightest chance, which 
can prevent you from accomplishing the captures. You are guaranteed to 
capture three Royal heirs. 

Write in the spaces provided the awards that you wish to give to each of the 
four nobles dealt to you and the castle at which they are to start play. 



Noble 
Title 

Office 

Bishopric 

Mercenary 

Mercenary 
Castle 



Neville Mowbray Grey Herbert To Chancery 



Deal: Neville, Mowbray. Grey, Herbert, Earl of Essex, Marshal of England, 
Chancellor of England, Chancellor of the Duchy of Lancaster, Treasurer of 
England, Company of Burgundian Crossbowmen. Company of Flemish 
Crossbow-men, Archbishop of York. 
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Name. 



Address 



State 



_Zip_ 



City. 



_Phone_ 
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Ten winning entries will receive certificates redeemable for free AH 
merchandise. To be valid an entry must be received prior to the mailing of 
the next GENERALaud include a numerical rating for the issue as a whole 
as well as list the best 3 articles. The solution will be announced in the next 
issue and the winners in the following issue. 



ISSUEAS A WHOLE: (Ratclrum I u, 10. unh 1 equaling excellent. 10= terrible) 



Set. 3 Anicle 

I 



ADDRESS. 
CITY 



THE GENERAL 



Get into the Game. 




Subscribe to ALL-STAR REPLAY. 



If you're tired of sitting on the bench 
watching the big guys play, then you need 
ALL-STAR REPLAY, the brand-new sports 
game quarterly from The Avalon Hill Game 
Company. Reading ALL-STAR REPLAY .will 
give you new insights into all the nuances and 
fine points of Sports Illustrated games — the 
most entertaining and playable games on the 
market today. And you'll also learn a lot about 
the sports themselves! 

Each colorful, 36-page issue of ALL-STAR 
REPLAY is bulging with expert articles and 
illustrations covering everything you should 
know about your game. Tips on strategy, 
statistical comparisons, club news, celebrated 
replays, designer notes and suggestions, rule 
updates and explanations, reader ads— they're 
all here, in the first truly professional sports 
gaming magazine to appear! 

In addition to the many excellent regular 
offerings of ALL-STAR REPLAY, Special 
Feature issues will give you the chance to 
replay some of the legendary classics of sports 
history — with complete rules, charts, team 
data, and an in-depth study of the game itself, 
fully adapting the real game to your SI game! 

The game's just beginning, and it's all in 
ALL-STAR REPLAY. Just $5.00 for one year or 
$9.00 for two brings you a full subscription. 
And each comes with a coupon good towards 
the purchase of any of Avalon Hill's more than 
70 adult strategy games. 

So get off the bench, and into the game. 
Those guys may look big, but they can't roll dice 
any better than you. And iheydon't subscribe to 
ALL-STAR REPLAY. 

Sports Illustrated 

ALL-STAR , 
REPLAY 



Regular Features Include: 

THE DUGOUT — League and club news, 

tournaments, special competitions, new game 

announcements, much more. 

SPECIAL READER CONTESTS— Pit your 

playing expertise against the best brain teasers 

our expert staff can devise Many prizes 

include games, subscriptions; who knows? 

Every issue has a contest, and every contest has 

at least one winner. 

HEAD TO HEAD — Find new opponents with 

your free ad in ALL-STAR REPLAY, or sell and 

buy games and parts from other readers. A 

great way to get in touch with fellow gamers 

(winning not guaranteed!). 

NFW TEAMS AND PLAYERS— Special rules 

to add to your SI sports games. Greats of the 

past, rated to fit right into your current game. 

PLUS MUCH MORE— Which we could have 

put in here if we'd used smaller type. 

SUBSCRIBE NOW, AND 
RECEIVE OUR CHARTER 
ISSUE FREE! 
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Read all about these fine Sports Illustrated 
games in ALL-STAR REPLAY: 

Baseball Strategy Go For The Green 

Football Strategy Track Meet 

Basketball Strategy Speed Circuit 

Paydirt (Pro Football) Win, Place & Show 

College Football Challenge Football 

Superstar Baseball Challenge Golf 
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Mail this^ 
coupon today! 



Enclosed is 
my check or 
money order for 
$5.00 one year 
$9.00 2 years 

Please put me on 
your subscriber 
list instantly! 



Name. 



Street- 



Apt. 



City. 



State- 



Zip. 



Mail to: Subscription Dept. 
ALL-STAR REPLAY 
The Avalon Hill Game Company 
4517 Harford Road 
Baltimore, Md. 21214 

' JUlAlUULSUUULBJLiL)^^ J* 



Make all checks 
payable to The 
Avalon Hill Game Co 



THE GENERAL 



Changing Your 
Address? 

If you're about to make a move, here's 
how to insure that The GENERAL gets 
there as soon as you do: 
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1. Let us know 4 weeks in advance. The 
GENERA L is mailed Bulk Rate and is destroyed 
if undeliverable. The Post Office neither returns it 
to us, or forwards it to you — even if you've left a 
forwarding address. So let us know — otherwise we 
have noway of knowing that your magazine won't 
reach you. 

2. Fill in your new address below. 

3. Mail to The Avalon Hill Game Co.. 4517 
Harford Rd., Baltimore, MD 21214. 

For service on this or other matters concerning 
your subscription — billing, renewal, complaints, 
additional subscriptions, dealer discounts consult 
Ms. Gertrude Zombro at the above address. 

To order The GENERAL, check the proper box: 

D new G renewal 
Name 



(Please Prim) 



Address- 
City 



. Apt. No. 



Siate_ 



Zip 



Subscription price in the LIS. $7 50 a year; $12 2 years. Canada, 
Mexico £!0 50 a year; $18 2 years. Foreign SI3.50 a year: $24 2 
Vears United States 1st class delivery add $3.f>0 year. 



ORDER BY PHONE 





We will now accept game orders by phone 
from those individuals with currently valid 
MASTERCHARGE. BANKAMERICARD 

(VISA), or AMERICAN EXPRESS credit cards. 
The number to call is 301-254-5300. Ask for Ron 
La Porte or ext. 63 and state that you wish to place 
an order for a game. You must give the order taker 
the number, expiration date, and name of your 
credit card along with your order and shipping 
address. Phone orders are available every Mon- 
day-Friday from 8:30 AM to 5 PM. Absolutely no 
collect phone calls can be accepted. 



GENERAL BACK ISSUES 

Only a limited number of GENE RAL back issues are available lor $1.50 each plus normal postage and 
handling charges. Due to low supplies we request that you specify an alternate for any selection you make. 
The index below lists the contents of each issue by subject matter; feature articles are designated withan(*). 
series replays are italicized, and the number following each issue is the reader rating of that particular issue. 

Vol. 12, No. 1 — * 1 776. Anzio, miscellaneous, Panzerblitz. Chancellorsville, Panzer Leader, Stalin- 
grad. Tactics II . . . 2.57 

— *3 Tobruk. Panzerblitz. Bulge, Blitzkrieg, Panzer Leader, Stalingrad ... 3.10 

— *3 Jutland. Waterloo, miscellaneous. Third Reich, Chancellorsville . ... 3.96 
■ *Panzerblitz, Anzio, miscellaneous, Afrika Korps, Blitzkrieg, Third Reich . , . 3.22 
- 'Chancellorsville, WS&IM, miscellaneous. Panzer Leader, Stalingrad . . . 3.42 

*Luftwaffe. Panzer Leader, 2 1776, Waterloo. Kingmaker, Alexander . . . 3.58 

— *WS&IM. Diplomacy, Third Reich . . . 3.32 

— *Caesar's Legions. Midway, miscellaneous, Panzerblitz. France '40. Kingmaker, 
1776, Stalingrad. Russian Campaign, War at Sea . . .2.53 

. 5— 'Origins of WWII. Afrika Korps, Chancellorsville. Caesar's Legions. WS&IM. 
Richthofen's War, 1776, Panzer Leader, miscellaneous ... 3.3] 

6— *Starship Troopers, Panzerblitz. Starship Troopers 4, Russian Campaign, War at Sea. 
Tobruk, Panzer Leader, Diplomacy. Midway, Miscellaneous 3.62 

Vol, 14, No. 1 — *Caesar — Alesia -5, The Russian Campaign, Luftwaffe. Third Reich, Arab-Israeli Wars, 
Afrika Korps. Panzer Leader 3.56 
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D-DAY '77 



James Stahler, a local gamer of considerable 
repute, has authored the third edition D-DA Y 
rules with co-development by Richard Hamblen 
and Don Greenwood. The D-DA Y revision was 
originally intended as just a clean up of a poorly 
done, outdated set of rules which had been passed 
up by the state of the art. D-DA Y has been one of 
our biggest sources of nut mail due to the 
incomplete and poorly done rules of the 1965 
edition. The current revision not only does away 
with the problem in presenting ambiguity-free 
rules, but also addresses play balance problems 
and incorporates design innovations which have 
been developed in the past decade; without going 
into complicated phase systems which would ruin 
the game's excellent postal characteristics. 

Among the changes are revised, more realistic 
supply rules which make South France a viable 
invasion site, strategic movement, tactical air- 
power, carpet bombing, river interdiction, and 
strategic fortresses whose capture affects the 
Allied replacement rate. But above all, these rules 
are ambiguity-free -a competitive postal player's 
dream and a 100% improvement to the old 
classic. 



~2 "i 



D-DAY 







The revised D-DA Y rules sell for $2.00 plus 
postage costs, and are available only by mail from 
Avalon Hill. Due to overstock and the slowness 
with which retail supplies are moved, these rules 
will not be found in D-DA Y games on the retail 
shelves for several years. If you order a D-DA Y 
game by mail, be sure to request the new rules. 
They will be provided free to mail order 
purchasers of the game if you request them with 
your purchase. Maryland residents add 5% state 
sales tax. 



PBM EQUIPMENT 



Tired of playing solitaire or humiliating 
the same opponent day after day? You may 
be good in your game room but what can 
you do against a good player from another 
part of the country? There's only one way 
to find out - play them by mail' PBM is an 
easy tolearn and convenient to use system of 
plaving fellow gamers across the nation. A 
special CRT and combat resolution system 
makes it impossible to cheat! PBM is an 
entirely different experience from face to 
face play. It has made better gamers of 
many who have tried it, and all those who 
have mastered it. PBM is the only way to 
participate in the many national tourna 
ments held regularly for Avalon Hill games. 



Each kit sells for S4.50 postpaid and 
includes enough materials to play virtually 
dozens of games, including addendum sheets 
which list official grid coordinates for those 
games not already possessing them and 
special charts and CRT's for postal play. 

Kits are available for the following games: 

* KRIEGSPIEL 



* AFRIKA KORPS 

* BLITZKRIEG 

* BULGE 

* D-DAY 

* GETTYSBURG '64 

* WATERLOO 



* LUFTWAFFE 

* 1914 

* PANZERBLITZ 

* STALINGRAD 
♦ANZIO 



